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SPECTRUM 


CBM/AMSTRAD 


ATARI ST 


AMIGA 


f AITO'S ARCADE HIT *afUUNCES 
ONTO YOUR MICRO SCREEN WITH 
A BURST OF ZANY ACTION. 


Watly Walrus has captured his tea -20 of Joey Kiwi's friends from the New 
—r.J Zealand zoo, and Ef Joey doesn't rescue them all by tea-time they'll be stuffed, 

| served and swall owed at Wally's table. Joey has to search Watly's domain which i 
just how you would expect it to be-FAT with danger? 

Armed only with a bow and arrow, Joey can accumulate more weapons 
along the way. Beware of the malicious rabbits, boomerang throwers, 
deadly frogs, blood-sucking bats and many, many more vijlai.nous \ 

creatures. \ 


Ocean Software Limited ■ 6 Central Street Manchester M2 5NS 
Telephone: 061 832 6633 * Telex: 6699770CEANS C ■ Fax: 061 834 0650 
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ONCE DftAWN A PICTURE 
t lit CHANGES IN 
HEtUIIT, WIP'IH A COLOUR 
AM SCAN APPEAR MANY 
TIMES ON MULTIPLE PACES 


POSITION A CHARACTER BV 

SIMPLY LUCKING ft 1>RAU- 

OlNCi WITH THE MOUSE 


LINK TEXT SOXESTO 
CHARAC TERS AND ALLOW 
MULTIPLE CHOICES IN 1 Ht 
BOX EH 


OVER itia COMMANDS ARE 
AVAILABLE PROM THE 
PE V EI O PMENT M ENGS 
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ATARI ST 
AMIGA 

IBM 

£ 29.95 


THE INTER ACTIVE PROGRAM CREATOR 


WHAT IS IT? 

Tales pin is a package which allows the collecting together of drawings, texts and 
sounds onto a series of pages together to form an interactive story, guide or textbook, 
which is read purely by clicking the mouse on the drawings or texts. Variables may be 
used to control the flow of narrative or record progress made. Talespin itself is entirely 
mouse-driven and very user-friendly, requiring no programming skills for its use. It 
includes an art package as well as importing Neochrome, Degas or IFF picture files 
and also imports ST-Replay or Amiga A, MAS. created Digitised Sound. The use of 
sound is optional, its facilities include giving full details of disk space usage, location 
of all pages referring to any particular page, drawing, sound or variable, completely 
interactive development a! lowing changes to any part of a title at anytime, the copying 
of drawings and sounds from other titles, the 'chaining' to other titles allowing the 
spreading of a story or textbook across several disks, and the provision of Demo 
mode, which allows a title to run on its own for demonstration purposes. 

WHAT IS IT FOR? 

It can be used to create interactive adventure games, for profit, pleasure or instruction. 
Or in business to create a sales demonstration, or product servicing manual. Or in 
education: either usiit| Talespin itself to teach the design and logic of computer 
systems in a non-ttchmcal way, or using Talespin as a vehicle for the teaching of any 
other subject. Or create an expert system with it. Or a school magazine. Or.*. 

CREATE YOUR OWN COMMERCIAL PROGRAMS 
Once you've finished developing your program whether It's an adventure, an 
educational program or other you can lock your program so no one can enter the 
development mode. 

TALESPIN comes with a public domain display program called “Telltale" with this 
you can distribute your own programs or offer them to publishers. 

COMPLETE AND COMPREHENSIVE MANUAL 
The manual comes as a complete Tutorial with a scaled down version of “The Grail" 
adventure and also a comprehensive reference guide. 

TALESPIN COMMANDS AVAILABLE 

*choo$e/create title *S&vt position *load position ^Select driver/folder *auto start 
*demo program *heip +dra wing deft fate 'page define Hound define *variabk define 
Hum to another page *add drawing to page *modify palette Hekct background 
colour *Rage entry options *List conditions * list/set variables *move drawing *smtp 
colour *shrink reverse drawing *change drawing order *addf edit/delete text *addf 
ddete/chain sounds Hocate item *show disk space *show drawing/ sound/page ske, 
REVIEW FOR TALESPIN 

ST USER; "Mkrodeal is puffing its money where its mouth is and exhibiting 
justifiable faith in a very good product, * 

MICRO COMPUTER MART: 'Talespin in my opinion, is a highly commendable 

program . 1 

ST/AMIGA FORMAT; 'Graphics cleverly used for variety - Talespin offers the 

opportunity to create an RPG type of adventure game 
which STAC and STOS certainly wont 1 

COMPUTER GAMES WEEK; Tatepin -gives the programmer all the scope he 

could possibly need . 1 

ST ACTION: T ilespin has brought the task of adventure creation within the reach 
of everyone!' 

* If you have a modem, phone our BBS — {0726) 66422 — & download Talespin 
demos written by users. # 30 day money back guarantee. 


TO ORDER 

SEND TO; MICRODEAL 
PO BOX 68 St Austell 
Cornwall PL25 4YS 
Allow 28 days for delivery 





BY PHONE 
WITH CREDIT CARDS 
TELE (0726) 68020 
£29.96 (incl P&P) 



Please send me Talespin at £29,95 (incl P&P) 

I OWN A □ ST □ AMIGA □ IBM 

□ Cheque enclosed made payable to MICRODEAL 

□ Please debit my credit card account Expiry date . 


Name,« 
Address 


Signed: 






































































































Over the past decade, Digital Integration 
have forged a reputation as the leading 
authority in realistic aircraft simulation. But 
as Jason Spilier discovered , with games 
such as FI6 Combat pilot and Tomahawk 
behind them, Digital Integration don’t just 
play at aeroplanes. 


Is there no end to thiis boys tips? 
Sultry Steve Merrett has been search¬ 
ing through his Fan-mail and has 
come up with megatips for 
Archipelagos, Purple Saturn Day, 
Baal Crazy Cars ll T Voyager, Fusion, 
Ifebocop, Millennium 2,2 and 
Silkworm, 



ARC DEVELOPMENT 80 


]f ] said that a new software company called Arc Development, had recently formed, you'd 
probably say: l What’s the big deal?’ However, if I told you that software giants, U.S. Gold, 
had entrusted this new team with some of the hottest arcade conversions this year, you’d 
know that this isn’t a bunch of no-hopers, Jason SpiHer travelled to 'Brum’ to check out 
this new team. 


SSI COMPETITION 22 


When it comes to challenging mind-games, 
SSI are league leaders. The American- 
based company have decided to give away 
a few goodies. As a first prize how would 
you tike to win your very own colour moni¬ 
tor? Twenty Runners-up will either receive 
the game of their choice or a U.S, Gold 
sweat shirt. 




Dungeon door when we awoke. Its mes¬ 
sage was short and to the point. 1 Yqu are 
summoned to attend the Quest of a 
Lifetime. Make haste to Chistlehurst Caves 
and await further instructions - signed 
Princess Beverly 1 , Pausing only to strap on 
a few hidden daggers, and to remind the 
Dragon about his behaviour regarding 
princesses, we set off into deepest Kent. 



Moan, moan, moan. Just because he has 
to do a little bit of work. Well it T s not good 
enough, that Troll must learn some man¬ 
ners. There must be someone out there 
capable of putting him in his place. This 
month, the warty one answers queries 
relating to Chrono Quest, King’s Quest TV, 
Leisure Suit Larry II, Zak McKracken. 
Police Quest II, Deja Vu II & Dungeon 
Master. 
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The SCubflts hivt 
fnMdtd this once 
PHctfal planet* 


Ifieir underground 
... fortress 
I ft gutrdtif by i 
robots controlUd 
by fiifttritybdts. 


:H«jor Rock Hardy 
and.Cantain Act 
Gunn ftaue-Ntft 
ttnt to destroy 
. the (faster 


REVIEWS! REVIEWS! REVIEWS! REVIEWS! 


4 . PHOBIA P.42 


+ PERSONAL NIGHTMARE 
” P. 78 

RED LIGHTNING P. 70 + 


A CIRCUS ATTRACTIONS 
T P.60 

AYBOTS P.76 ^ 


^ RODEO GAMES P.46 


A K//VG OF CHICAGO 
* P.34 

ASTEROTH P.40 f 


^ LICENCE TO KILL P.30 


I Published by; Gollner Publishing Ltd, 10 Theatre Lane, Chichester, West Sussex, P'019 I SR. Tel (0243) 783932. Fax (0243) 

789309, Publisher: Hugh Gollner Editor: Mick Clarkson. Art Editor: Hugh Gollner. Art Production Assistant: Paula Mabe. Digital repro 
team: lan Tindaie, Allison Luckins. Cover Graphics: Mathew Tidbury Tel (0491) 873597. Regular Contributors: Mick Clarkson, 
Dennis Hemmings, Steve Kennedy, Steve Merrett, Andy Mitchell, Mark Smith, Jason Spiller. Advertising: John Riding Tel: (0225) 
447453 t Mike Hayes Tel: (0457) 875229 Fax: (0457) 87]55, Subscriptions: Tei (0243) 533575. Printed in England. Please Note; 
Pio material from this publication may be reproduced in any way without the publishers written consent. Correspondence: ail 
enquiries or requests for information must be made by letter; we are unable to deal with such requests by phone. 
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CALIFORNIA GAMES 
P.66 


▲ GRAND MONSTER 
SLAM P72 


SLEEPING GODS LIE A 
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Hello, and welcome to this, the sixteenth issue of ST Action. This month we've 
been as busy as even Despite the almost customary summer depression, the ST 
games scene continues to provide us ever hungry gamesters with the veritable 
assortment we've grown used to. This month we’ve a number of exciting garnes 
on offer. Personal Nightmare, California Games and Grand Monster Slam head 
this month’s games reviews. Meanwhile* our roaming reporter, Jason Spiller, 
found himself talking to flight sim specialists, Digital Integration. As usual, Steve 
has put together another brilliant Giving The Game Away section. Still, on with 
the news. I’m sure you'll agree it looks as though we're in for a wonderful winter. 


INFOGRAMES 
QUEST FOR 
THE TIME BIRD 

Infogrames 1 long awaited 
title, 'The Guest for the 
Time Bird 1 , will be available 
soon. The game is 
essentially an adventure 
game in which players will, 
in turn, control three 
individual characters. The 
atm of the adventure is to 
travel back in time to 
search for the Conch of 
Time. This magical artifact 
is desperately needed by 
the witch-princess, Mara, 
who must have it in order to 
destroy Ramour, an evil 
monster intent on laying 
waste to the land of Akbar. 
Controlling the Knight 
Baron, Roxanna {Mara's 
daughter) and the Stranger, 
players will have to face all 
manner of nasties, including 
the hairy eggs and the 
raging fever. 


HOSTILE ENCOUNTER 



Gremlin's Shoot'em-up is at 
last available, HATE 
(Hostile All Terrain 
Encounter) was scheduled 
for release on the 12th of 
July and should be in the 
shops now. The game itself 
looks rather like the classic 
arcade game, Zaxxon, See 
next month's issue of ST 
Action for a full report. 


Quest for the 
Time Bird 
will take 
players to 
some weird 
and 

wonderful 

locations. 
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MASTERTRONIC UNLEASHES TECMO'S 

SCROLLING GEMINI WING 


Converted from the Tecmo 
arcade game, Gemini Wing 
is a superb vertical scrolling 
shoot'em-up. The action 
takes place over seven 
levels, each featuring nasty 
organic backgrounds. The 
monsters also differ in size, 
from mutated butterflies 
and ship seeking snippers 
to giant salmon. Of course, 
the obligatory extra 
weapons are also available, 
Gemini Wing will support a 
simultaneous two-player 
mode and looks set to re 
released soon. The ST 
version will cost the usual 
£19.99 


All manner of meanies are out lo gel you in IVIastertronic's organic 
shoot'em-up, Gemini Wing, 
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ST ACTION 

SPECIAL 

OFFERS 

This month sees the 
introduction of our ’Action 
mail order' section. If you 
turn to page 84 you'll find 
details of a growing 
collection of goodies 
available direct from ST 
Action. Currently available 
are ST Action 12dssue 
binders, Giving the game 
away cheat disk one and a 
very special offer on 
subscriptions. 
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16 BIT SOFTWARE 
YOU WON'T BELIEVE THE QUALITY 




CBM AMIGA • ATARI ST 


FOUNDATIONS WAS 






PC & COMPATIBLES • CBM AMIGA • ATARI ST 


OUTRUN 


YOU'RE COOL, THE 
ENGINE S HOT, THE 
GIRL'S GORGEOUS, A 
TANK FULL OF GAS 
AND AN OPEN ROAD 
... THE REST IS UP TO 
YOU 

THE ULTIMATE 
EXPERIENCE IN 
MOTOR SPORTS 
SIMULATION 


FOUNDATIONS 

WASTE™ 

"FANTASTIC 
GRAPHICS SUPERB 
ARCADE SIMULATION 
LOADS OF ACTION- 
PACKED FEATURES/' 

© EJtOCfT SOFTWARE 


WORLD CLASS 
LEADERBOARD 


THIS GAME WILL 
CHALLENGE YOU WITH 
THE SAME STRATEGY 
AND OPTION 
DECISIONS YOU FACE 
IN YOUR REAL GAME 
AND BECAUSE THE 
LOOK AND FEEL ARE 
SO LIFE-LIKE, IT MAY 
IMPROVE YOUR 
ACTUAL GOLF GAME 
AS WELL 


ATARI ST 
VERSION 
IS THE 
STANDARD 
LEADER 
BOARD 
CAME 


COMING SOON 


YOU WON'T 


STREET FIGHTER™ 

BIONIC COMMANDO™ 
PHANTASM™ 

AVAILABLE ON ATARI ST & CBM AMIGA 


Screen shots from 
various systems. 


Swan Chambers,Mill Street, Conglefon, Cheshire CW121 AES. Telephone: 0260 299023, Fax No. 0260 299059 











































































































INDIANA JONES' 


SSSE1 

* r ~ iKw 


attractive, detailed 

backdrops. However, how it 
will actually play remains to 
be seen. 

Following hot on the 
heels of the arcade game, a 
Last Crusade adventure is 
soon to be released. From 
what we have seen, the 
game uses a control 
method similar to that of 
Lucasfiim's Zak 

McKracken, but that's 
hardly surprising since the 
same american team are 
working on it! Not a lot is 
known about the game at 
present but it is said that it 
will follow the film's plot 
almost exactly, and that it 
will feature several fight 
scenes. 


Coming soon to both a 
cinema and an ST near you, 
is the long-awaited Indiana 
Jones and the Last 
Crusade. The third in the 
highly-popular series, The 
Last Crusade follows Indy's 
adventures as he first 
searches for his missing 
father, and then the 
mysterious Holy GraiL Of 
course, as the series is set 
during World War ]L the 
Nazis also have their eye on 
the grail, and so a battle of 
both wits and fists takes 
part over several 
continents. 

Programmed by Tiertex, 
who bought us Street 


Fighter and are currently 
working on (J.S. Gold's 
Strider, the computer 
version of The Last Crusade 
promises to be every bit as 
action-packed as the film. 
Split into four platform¬ 
laden stages, the player 
must guide indy through 
wave after wave of 
attacking Nazis, avoiding 
such dangers as lava pools, 
expanses of water that must 
be swung across, and his 
journeys even see him 
riding on a travelling 
circus's roof! Armed only 
with his trusty whip, our 
fedora^wearing hero must 
keep the Hun at bay, and 


search each level for the 
elusive Grail. At the 
moment, it must be said 
that Last Crusade is looking 
very nice. Programmers 
Tiertex have implemented 
large, well-animated 
graphics, and have set the 
action against some 
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Paris-based software 
company, Delphlne, whose 
last game. Bio Challenge, 
received great acclaim have 


announced their next title. 

Castle Warrior is a 
classic arcade-style game, 
in which you must take on 



'mmmm 


the role of a brave warrior in 
an attempt to free your 
father, Ed el red the Good, 
from the clutches of the evil 
wizard, Zandor. The game is 
split into six separate parts; 
a battle through 
subterranean chambers 
against the wizards evil 
guards; an encounter with 
the huge red dragon, 
Olisos; a canoe ride through 
treacherous caverns; a 
confrontation with the 
monster, Jibba; a meeting 
with Zandor as you try to 
retrieve his magic potions; 
and Finally, the journey 
home. 

Castle Warrior should be 
available by late July, 


MICROSTYLE 
TURNS GREEN 

Proving that they can 
produce games other than 
simulators, Microprose's 
sub-label, Microstyle, have 
produced a game based 
around Greenpeace. Called 
Rainbow Warrior - the 
Greenpeace game, the 
game covers several 
environmental issues. All 
we have seen is the first 
stage In which the player 
must put up a 'Stop Acid 
Rain 1 banner, avoiding any 
of the people who will arrest 
you iF they get their hands 
on you. However, when the 
game is complete, you will 
have to deal with 
environmental subjects as 
the ozone layer, nuclear 
power, toxic waste disposal 
and the culling of seals. 
Microprose are confident 
the game will be free of 
both blood and violence, 
and are also claiming the 
game will change the 
concept of computer 
gaming. Of course, only 
time will tell, and we'll let 
you know in a month or two 
in the definitive review. 



PLAGUE, FAMINE 
AND THE LEGEND 
OF DJEL 

Plague and famine reign in 
the Djels kingdom. 
However, armed with magic 
powers Djel must overcome 
the evil forces and restore 
the land to its former glory. 
The game features thirty 
scenes, all of which are 
superbly animated. The 
subtle blend of arcade and 
action is complemented by 
the game's original music. 
The Legend of Djel should 
be available about now. Mo 
actual prices as of yet, but 
I’m sure you'll agree that it 
looks good. 


MORE PUZZLES FROM LOGOTRON IN 

EYE OF HORUS EGYPTIAN GUEST 


Logotron's Egyptian theme 
game will soon be 
available. Eye of Horus 
sees you taking control of 
Horus in a bid to overcome 
the evil Set. To aid you, you 
may call on the help of Isis 
and Anubis. The idea is to 
collect seven pieces of 
Osiris’s body and return 
them to his burial Chamber- 
Having correctly assembled 
them you will then be 
granted with the power to 
destroy Set. The game is 
played amidst a huge 
Egyptian pyramid 

containing numerous 


chambers and puzzles. the end of August priced 

Logotron’s Eye of Horus £19.99 
will be available towards 
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In a first for the company, 
Microstyle are set to release 
their first arcade 
conversion. Based on the 
hugely-popular Bally- 
Midway coin-op, 

Xenophobe involves two 
player making their way 
through various space 
complexes, killing the 
deadly inhabitants within. 
Originally, the coin-op was 
a three-player game, but 
due to technical limitations, 
the ST version will be 
shrunk down to a two- 
player game, although none 
of the coin-op's features are 
said to be lost. The screens 
flick as you make your way 
through the complexes, and 
extra weaponry and 
bonuses can be collected 
en route. Each level is set 


against a strict time Jimit, 
and failure to eradicate all 
of the creatures within this, 
or should your energy run 
out, it will be game oven 
Programmed by Imagetec, 


Xenophobe will be released 
very shortly. Check ST 
Action for the review next 
month. 


IT'S A KONIX 

MEGABLASTER, 

MEGABLASTER! 

Prolific Joystick 

manufacturers, Konix, are 
proud to announce the 
release of what they believe 
is the cheapest joystick 
containing microswitches. 
The Megablaster should 
appear during the month of 
August. The Welsh-based 
company’s director, Sandra 
Holloway commented, 
"Never before have games 
players had the opportunity 
to obtain such a high 
quality joystick ay a price 
as low as this." The 
Microblaster will cost 
gamers a mere £8.99. 


HEWSON TURN INTO A BUNCH OF FAIRIES 



5th Gear possible the first 16-feit budget game to appear from Hewson. 


Coming soon from those 
Abingdon wonders, 
Hewson. is the long- 
awaited ST version of Raff 
Cecco's 8-bit based, 
Stormlord. Set in a 
mythical kingdom, 
Stormlord involves 
rescuing lots of little fairies 
from the clutches of an evil 
Queen. The action scrolls 
horizontally as the player's 
bearded hero makes his 
way through the many 
levels, and long the way he 
can collect objects such as 
umbrellas to help him 
protect himself. While were 
on the subject of Hewson, 
Onslaught is nearly 
finished. It's looking very 
colourful at present, with 


nice big explosions and 
attractive eight-way 
scrolling. 

Finally, we round off 
our Hewson update with 
two releases on their 
budget label. First, we 
have 5th gear which is - 
surprise, surprise - a car 
game. Viewed from above, 
5th gear players must 
make their way through a 
vertically-scrolling play 
area, avoiding the deadly 
obstacles and regularly 
filling up with petrol After 
that, we can also expect to 
see a horizontal scroller in 
the R-Type vein called 
Slayer. At the moment, this 
is looking very nice, and 
because of the way it puts 


many full-price games to 
shame, Hewson are 
thinking about sticking it 
out at full price. Either 


way, I have a feeling that 
Slayer is going to be big. 
Expect a review very soon. 



Slayer, Hewson’s scrolling shooi'em-yp. Not bad by all accounts. 



Raff Cecco's Stormlord is nearing competitor!, more news soon. 
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Chris Elliot and Richard Edwards, the team behind EA's The Hound ol Shadows, 


THE HOUND OF SHADOWS 


Ever-busy Electronic Arts 
have announced the release 
of a supernatural role- 
playing game, The Hound 
of Shadows. Players of the 
fantasy role-playing game, 
Cthuihu, will be pleased to 
hear that the game will 
revolve around the doings 
of H.P. Lovecraft in the 
I92Q's. The game has been 
extensively developed by 
Eldrithch games using a 
new system called 
Timeline. 

The game features sepia 


graphics to add extra 
realism to the action. Great 
care has gone into making 
the game as accurate as 
possible. Players will be 
called to uncover the 
supernatural mysteries that 
surround the Hound of 
Shadows. Doing so they will 
undoubtedly discover the 
horrors that lurk beneath 
the seemingly normal life of 
England in the 1920's. 

Available from early 
September, The Hound of 
Shadows will cost £24,99. 



We hsn/e lift off. Shuttle this is mission control, congratulations! 


PSYGNOSIS FORMS U.S ALLIANCE 


Liverpool-based company, 
Psygnosis, have joined 
forces with American 
software house, First Star 
Software, and together they 
plan to attack the eight and 
sixteen-bit video game 
console market. Psygnosis 1 
team boasts over thirty 
games programming 
specialists. Combined with 
the latest hardware and 
software tools, including 
32-bit development 
equipment, the company 
has been able to achieve an 


unsurpassed level of quality. 
Titles such as Blood Money, 
Menace, Barbarian, Baa! 
and Ballistix will be among 
the first of the company's 
games to appear in the 
hotly-contested console 
arena. The company's 
marketing strategy, 

however, will mirror that of 
16-bit software. The 
Alliance plan to concentrate 
primarily on the CI.S. and 
Japan before turning their 
attention to the European 
scene. 


ARTRONICS PALADIN 


Hot on the heels of their last 
release, Breach, Artronic 
have announced their 
release, Paladin. Mot to 
confused with Mirrorsoft's 
Lord of the Dancing Blade, 
Artronic's game is a fantasy 
role-playing game which 
was previously available as 
an American import on the 
Omnitrend label* As a 
tactical game, Paladin also 
features a large amount of 
strategy. Players take on the 


role of Brandon, a would-be 
knight, who must lead his 
party through a senes of ten 
different quests. Players not 
content with these ten 
adventures will also be able 
to take advantage of the 
game's 'Quest Builder' 
which allows new, more 
varied scenarios to be 
created. The ST version of 
Paladin should be on sale 
about now, carrying the 
price of £19,99, 



EUROPEAN SPACE 
SHUTTLE PROJECT 


Ever fancied piloting a 
space shuttle? Tomahawk 
games are just putting the 
Finishing touches to their 
European Space Shuttle 
game. Players will be faced 
with a number of missions. 
In additions they'll also 
have to work out their 
flight-paths, contend with 
re-entry problems, not to 


mention meetings in space. 
Billed as a realistic 
simulation the game is 
payed in full 3D. 
Programmed in close 
cooperation with the 
European Space Agency. 
The game should be 
available some time in the 
Autumn. 
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WHY SILICA SHOP? 


YOU OWN AN ATARI ST? 


It yon already awn an Alan ST tennpHuler Srtd wSuld like to by fe^slered on our mailing (ist S3 an 
ST user, lei ua know. Vita will: ba pleased to send you copies of our price lists and newsletters 
FREE OF CHARGE as they become avajjaulQ. Complete Ihe coupon and return il lo our Sidcup 
branch end begin experiencing a specialist ST service that is second id none. 


SILICA shop: 


SlDCtTP (<fe Mail Order) 01-309 1111 

1-1 The Mews ; Hsth&rtey Road, Sidcup, Kent, DA14 4DX 

OPEN: MON-SAT flam - 5.30pm LATE NIGHT: FRIDAY 9am - 7pm 

LOTSrrJOM 01-580 4000 

52 Tottenham CourtRoad, London, W1POBA 
_ OPEN: MON-SAT 9.30am - 6.00pm LATE NIGHT; NONE _ 

LONDON 01-639 1234 ext 3914 

Selfridges fist ffoort, Oxford Sitr&et, London, W1A 1AB 
. OPEN; MON-SAT 9em - 6.00pm LATE Nl&HT: THURSDAY 9am - 6pm j 


^ To; Silica Shop Ltd, Dept. STACT 0889 1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DXT 

PLEASE SEND FREE LITERATURE ON THE ATARI ST 


Mr/Mrs/Ms: 

Address: 


Initials: 


Do you already own a computer 
H so which one do you own" 5 


Surname: 


Postcode: 


DTP 


520ST-FM SUPER PACK 


520ST-FM EXPLORER PACK 

WITH BUILT-IN 1Mb DISK DRIVE 


With SM124 mono monitor: £498® With SC1224 colour monitor: £698® 


1040ST-FM PROFESSIONAL PACK 


SPORTS SIMULATIONS 


Eddie Edwards Super Ski Elite £19,95 

Seconds Out Tyrtesoft £19.95 

Summer Olympiad 'SS Tyr ; esofl £19.95 

PRODUCTIVITY SOFTWARE 


DTP Pa geStream £149x* 


■f SM124 mono monitor: £398 US + SCI224 colour monitor; £598 ® 


Before you decide whfln to buy your new Atari ST 
compulsf, we .5149631 you consider very carefully WHERE 
you buy Ft There are WANT companies who cun offer 
you e computer, a Few peripherals ^ndi the lop ton selling 
lilies, There ye FEWER companies who can olter a wide 
range d products FAr y<wr computof and expert advice 
enp help when you need if. Thera la qmlv owe 
company whp can prDvkt« :h« largest r4rtj£ or Atari ST 
reialed producls In Ilia UK. a 'uN time Atari 5T specialist 
ta&nnkal helpline and in-dftplh after sales support, inc¬ 
luding Free newsletters Srd brochures deMirtM 10 your 
dour -for. as tong as yeu require after you purchase your 
computer. That one company i.s Silica skip, We havg 
bean eslaHislicc in the home computer fata ior len years 
with an annual turnover in excess oF £8 msllion end can 
now claim la meet our customer requirements with an 
accuracy and understanding which is second lo none. 
But don't jusl take our word For it. Comptate and return 
in* coupon below for our latest literature pno begin in 
experience the SHIca Shop specialist Atari servica. 


SILICA STARTER KIT; Worth over tafl. FftFP 
wilb Bvery Atari ST Cohlpulat bought Irem Sifce 
PROFESSIONAL fMC#: Free business software 
with 104GST-FM and MEGA STs bought from Silica. 
DeOiCATED SERVICING, 7 FulHnrie Atari trained 
Stall with yeer3 of experience on Atari servicing. 

THE FULL STOCK RANGE: All qf ycur Atari 
requirements from one place. 

AFTER SALES SUPPORT: Tire slafl at Silica are 
dedicated to help you gal lha has! from your ST. 
FREE CATALOGUES: Mailed di rect to your home 
as bmo as we print iham, tea luring ffH'ers as vwell 
as all rtf the new releases. 

TREE OVERNIGHT DELIVERY: Oh all hardware 
orders dipped wiinin me UK mainland. 

PRICE MATCH PROMISE m wilt melch comp¬ 
etitors on a ‘same product same prior' hesii- 
FREE TECHNICAL HELPLINE' Full lime leant of 

Atari lothniwl cijmsHs always at jwr pwnfca. 


FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY ST - RETURN COUPON FOR DETAILS 

ALLPRIOE^UO^mNC^D^^E^Jt^EUVER^ 


Organiser .Triangle Publishing £49,95 

JOYSTICK 

Atari CX40 Joystick. Atari Carp £4.99 

FREE ATARI BUNDLE VALUE:£45^97 


-■ 


1Mb DISK DRIVE 
£450 OF SOFTWARE 


ARCADE GAMES 


£499 

__ INCLUDING VAT _ 

With SMI24 mono monitor: £598™ 


With SCI 224 colour monitor £798^ 


2MD S 4Mb MEGA ST 


7Ftp MEGA ST compeers are stylbd as as ligdlwelghl Keyboard with a separate GPU, 
connected by a cqiled telEqilicine snyla cable. There are iwo versions of Itte MEGA ST, 
one with 2Mhytes □( FLAM UnU Lhe Oll^crr wrth 4Mbytes. Each version has & 1 Mbyte 
double sided disk drive built-in to Ihe CPU uflrt The MEGA ST's do not coma with, 
modulator huilt-in and inusi therslcro bo used with a monitor With every MEGA ST 
purchased, we win add llw ’Profassionel Pack' software (worth £334.83) tfcnailed 


above, plus the Sil¬ 
ica ST Starter Kil 
(worth over £200) 
both Free Ot Change. 
Return the coupon 
f&r further details. 


2Mb MEGA ST 


■mono monitor = £99B 
+colour monitor=£1190 


4Mb MEGA ST 

£ 1199 ^ 

mono monitor-£l?9a 

+ colour mcmilor-£1498 


The value for money O'Ffered by Ihe Atari ST range is- reflected in the Explorer Pack 
featuring the 52QST-FM computer with 512K RAM. The 520ST-FM computer row 
comes witn a built-in 1 Mb double sided disk drive as well as a free mouse controEler 
and a built-in TV modulator. The new 53CST-FM Explorer Pack includes the 520ST- 
FM computer, the arcade game Ranarama, a tutorial program and some useful 
desktop accessories. In addibon, if you buy the Explorer Pack from Silica, we will 
give you the Silica ST Starter Kit worth over £200, FREE OF CHARGE, Return the 
coupon for details of our Starter Kifc and of Ihe full ST range. 


*VAT= 

£299 


Arkaroirt II Imagine 

Beyond The loo Palace Elite 

Black Lamp . Firebird 

Buggy Boy Elite 

Chopper X fidastertronic 

I kart Warriors Elite 

Marble Madness Electronic Arts 

Quadralien Logctron 

Ranarama Hewson Consultants 

Return To Genesis Firebird 

Roadwars Melbourne House 

Starquake Mandarin 

Test Drive Electronic Arts 

Thrust Firebird 

Thunder cals Elite 

WFabeFI Ocean 

Xenon Melbourne House 

Zynaps Hewson Consultants 


£19.95 

£19.95 

£19.95 

£19.95 

£9.M 

£14.95 

£24.95 

£19.95 

£19.95 

£19,95 

£19.95 

£19,95 

£24.95 

£9.95 

£19.95 

£19.95 

£19.95 

£19.99 


ST COMPUTERS 

The range of Atari ST computers- offers somefhing for everyone. From the games enthusiast 
who wants the challenge of the very best in arcade action, to the businessman who wants to 
make financial forecasts or faultless presentations. The ST offers high quality graphics, 
sound and speed for ihe gamer, whilst providing a fast, user friendly and affordable solution 
to business. The 5T is now firmly established in the home environment and boasts a wealth 
oi users in education, local government, television, and a variety of diflerenr businesses. 
Software for Ihe range stretches to cover applications as diverse as ENTERTAINMENT, 
ACCOUNTS, ART, COMMUNICATIONS. COMPUTER AIDED DESIGN, DATABASES. 
DESKTOP PUBLISHING. EDUCATION, MUSIC, PROGRAMMING, SPREADSHEETS. WORD 
PROCESSING and more. For a Full list of the software available, as well as detarfs of the ST 
range, compi ete end return the coupon below. a'j p-iws wntet *r nw nw er pjrng buss race. 


NOW WITH TV MODULATOR 

For the serious home user and the Small business, we are 
pie&sed to announce a new package based around the 
104QST-FM, The 1040ST-FM bag iMbyle RAM. and e 
1Mbyte built-in disk drive, in addition, I ha 1MWT-FM 
now comes wiih a TV rnodulater built-in. (The previously 
available 1Q4QST-F was designed for use with a monitor 
only and did not come with a rnodulstor) Th=s modulator 
allows the 1040ST-F to be plugged directly into any 
domestic TV sal, and comas complete with a Fead to 
allow you lo do so. The new 'Professional Pack’ from 
Si lies includes the new 1040ST-FM whh modulator plus 
four high quality software packages including a spread¬ 
sheet, database, word processor and programming lang¬ 
uage. This 'Professional Pack' software wifi enable you to 
gel straight down lo business with your pew computer In 
addition to this software (worth £364.3J), if you buy the 
Professional Pack from Silks Shop, you wdi els<? receive 
the Silica ST Starter Kit {worth over £300). Free OF 
Charge. Return the coupon for Further information. 


| ATARI 1540ST-FM {Computed £499,99 

VIP PROFESSIONAL (SprcadshaeU £14995 

MICROSOFT WRITE (Word £149.95 

SUPERBASE PERSONAL {Database) £59,95 

j BASIC DISK & MANUAL [Language } £24.93 

NORMAL RRP: £804.82 
LESS DISCOUNT; -£385,82 


PROFESSIONAL PACK PRICE: £499.00 






































































































MARS COPS 
GROUNDED 

Arcana Software are sorry to 
announce that due 
circumstances beyond their 
control the game. Mars 
Cops, will not be available 
until September 


U.S. ICE HOCKEY 

OK, admit it, you've never 
heard of Wayne Gretzky 
have you? No, neither had 
we. However, Mr. Gretzky 
now has his very own 
computer game. C. S. 
software company, Bethesda 
Softworks, have written an 
Ice Hockey game named 
after the great player. The 
ST version will be available 
sometime in September, 
however, we have no details 
of its price yet. The game, 
however, features an 
number of interesting extras. 
As well as the obligatory 
sampled sound effects, the 
game will also feature 
animated referee calls and 
even digitised fight 
sequences! Keep an eye out 
for Wayne Gretzky's Hockey 
it sounds great. 


PASSING SHOT TO SERVE ANOTHER 
WINNER FOR IMAGEWORKS 


Following on from the 
Wimbledon fortnight, 

I mage works are pleased to 
announce the release of 
Passing Shot. Originally an 
arcade game from Sega, 
Passing shot has been 
converted by software 
development house, Teque, 
who, incidentally, were 
responsible for Imageworks 1 
Asteroids-like game, 
Blasteroids. 

Passing shot 

successfully portrays the 
Grand Slam tennis season 
and sees players competing 
on both grass and clay 
surfaces. All manner of 
shots can be played; slices, 
lobs, spins and smashes. 
The action is also viewed 
from a number of different 
angles and the screen 
scrolls smoothly to insure 
that none of the action is 
missed. 

Of course, the game 
also features all the extras 
you'd expect, from ball 
boys, net and line judges to 



electronic scoreboards. No available from August, 
definite price yet but 
passing shot will be 


MIRRORSOFT SET TO LAUNCH WORLD WAR III 



Conflict Europe dtp lets the struggle between East and West. 
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The unthinkable has finally 
happened. The outbreak of 
hostilities between East and 
West has sent Europe into 
turmoil Mirrorsoft's Conflict 
Europe is the 16-bit version 
of the 8-bit classic, Theatre 
Europe. Players can 
assume the role of either 
the Warsaw Pact leader or a 
NATO Commander. The 
game simulates the first 
thirty days of conflict and 
will see players tactically 
positioning their forces. The 
nuclear threat will 
constantly hang over the 
heads of players, but using 
these awesome weapons 
will normally lead to enemy 
retaliation and ultimately 
mass destruction. 

Conflict Europe is aimed 
at novice players and will 
give them a small taste of 
wargames without 

confusing them with the 
heavier intricacies. Priced at 
£24.99, Conflict Europe will 
be available soon. 




















































































































































MLLADIN 

If you have already seen 
screenshots of this game 
and passed it over as yet 
another side-scrolling hack 
game; I bring tidings of 
GREAT joy* Mlrrorsoft 
recently revealed to STA 
that it is in fact an exciting 
new RPG, 

The novel silhouettes of 
the foreground characters 
blend magically against a 
mystical backdrop of 
twisted trees and Far-off 
mountain peaks. Far from 
being a simple arcade 
game; threads of magic and 
strategy have been be 
woven into a wondrous 
concoction which expands 
the eyeballs and grabs the 
imagination* There is a 
wealth of arcane 
ingredients to be found and 
mixed into death-dealing 
spells. And just when you 
think you have defeated the 
latest monster who has 
leaped at you from the 
dark t you will find that it 
displays the disconcerting 
habit of metamorphosing 
into a cloud of killer bats! In 
this case a quick cast of the 
invisibility 1 spell could save 
the day and allow you to 
pass unseen in a sparkle of 
Tinkerbell dustf 

Diving into the entrance 
of a wizard’s tower changes 
the sideways view to a 
series of staircases which 
lead to the battlements and 


LORD OF THE DANCING BLADES 



the opportunity to Mitch a 
ride from a friendly dragon. 
Flying over the deadly 
woodlands, you can direct 
the dragon's power against 
other airborne nasties as 
you race to find a safe 
landing spot. Alternate 
screens display your 
inventory of spells and 
ingredients, plus a large 
map of the area of play* 

The game, programmed by 
Jason Klngsly* still has 
much work to be done to it, 
but you can be sure that by 
its scheduled release in 
October it will be a force to 
be reckoned with. 


(above) Lord of Ibe Dancing blades features some very impressive 
silhouetted graphics. 


(Below) Magic and maps play a major part of the game. 



BLOODWYCH TO RIVAL DUNGEON MASTER 


Into the flickering torchlight 
strides another upstart bent 
on becoming the heir to the 
Dungeon Master crown, 
Stepping into an 
underground city whose 


passageways are jumping 
with ghoulies, ghosties and 
things that go 'Zap' in the 
dark, is not a clever idea. 
Luckily in this RPG epic you 
have the option to take a 


friend along with you* but 
choose your companion 
carefully as this two-player 
game permits more than its 
fair share of back-stabbing. 
Four magical crystals 
have been placed in the 
topmost reaches of the 
city's towers and these are 
the objects of your quest* 
As you traverse the 
corridors you will encounter 
other individuals who you 
may recruit into your band* 
These champions possess 
their own skills in magic 
and warfare and it will be up 
to you to employ them and 
other wondrous artifacts to 
hack your way to glory* 
With the help or hindrance 
of your human companion 


who will also be leading a 
party of four 

heroes/heroines, you must 
fight monsters, solve 
puzzles and learn to use the 
many spells which are to be 
found in your pocket 
spellbook. 

The corridors scroll 
towards you as you 
advance into the gloom* 
revealing sliding doors, pits* 
animated monsters secret 
buttons on the walls and 
barely concealed objects. 
Sounds familiar? There is 
no doubt that the obvious 
comparisons will be made 
between Bloodwych and the 
game’s mighty stable-mate 
- ’Dungeon Master', Time 
will tell if it also possesses 
the addictive power of that 
fabulous game. 
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iHE LEiiErb desk 


Are ST users getting value for money? 

Are you satisfied with the standard of software? 

Do you know how to get rid of that annoying virus? 

How do you scroll screens in STOS? If you have any thoughts or questions 
then write to us at: The Letters Desk, ST Action, iO Theatre Lane, 
Chichester, West Sussex. PO!9 1SR 


From The Editor 

Salutations Action readers! Well, how are 
you all; enjoying the hot sun? Putting 
together this issue has been a real strug¬ 
gle, largely due to the intense heat and 
partly due to the absence of Jason who 
went off on his hols. What a nutter. Who in 
their right mind would go off to some sun¬ 
drenched beach while it's so hot here? 

Still, 1 guess he couldn’t forecast the 
weather any better than the Met. Office, 
Anyway, this month is usually one of the 
least busy in the whole year. Most soft¬ 
ware houses are working on their big win¬ 
ter releases and planning their stands for 
the autumn PC show. The ST scene, how¬ 
ever, soldiers on regardlessly and, as 
usual, we have a whole host of games to 
tell you about Thank you, too, every one 
who wrote into the Letters Desk; I was 
quite surprised by the amount of mail I 
received this month. Don't, however, for¬ 
get that you can FAX us any correspon¬ 
dence: our 24-hour FAX number is 0243- 
789809. 


Just Who Does He Think 
He Is? 

Just who does Steve Merrett think he is? 1 
am, of course, referring to his criticism of 
Jeff Minter's Andes Attack, 

Alright, I know it's not an STA1 con¬ 
tender but it is a playable little game, and I 
would rather spend a tenner on this than 
twenty for StarRay, which is exactly the 
same (albeit a bit prettier). 

It makes me sick the way software 
houses clone each other's software and 
ask full price for each variation. 

At least Jeff Minter charges a sensible 
price for his "cloned" software, unlike 
many, such as Eiite/F.O.F.T., 
Roadblasters/Fire and Forget, to name a 
couple. 

Another thing is the fact that in the 
review, Merrett refers to Jeff Minter by his 
surname which, in my view, smacks of 
contempt. 

Bryan Stevens, 

Andover, Hants. 

One of the best things about our review 
system is that two or three people get to 
see the game t so t even if you don't go 


along with what I say, perhaps the others 
will be more akin to your opinion . And 
that is what it is ail about: each person's 
opinion . No one says you have to agree 
with that person, and no one has said 
that their view is the definitive one, its 
just that i am paid to say what f think 
about games, and that is exactly what I 
did da I personally, feel that Andes 
Attack is a repetitive game that offers 
only a modicum of playability, and as for 
being contemptuous in my comment, by 
calling Jeff MinterMinted, (feel that if! 
had called him Jeff in the reuiew you 
would probably have accused me of 
being too familiar - either way, because 
my opinion differs from that of your own, 
you would still find something to pick 
holes in. ! have nothing against Jeff 
Minter, and I like most of his stuff - espe 
dally his older games, Revenge of the 
Mutant Camels and Sheep in Space, and l 
am a great fan of the ST version of 
Gridrunner. Here at ST Action we do wel¬ 
come any criticismbut / do feel that we 
also have the right to defend ourselves , 
Cheers t Steve. 

The Steve Merrett 
Appreciation Society 
(PART 2) 

I am writing in response to Nathan 
Pedley r s letter (Steve Merrett for President 
- STA14). I also think Steve is the best! 

His reviews are great and G.TG.A. is epic. 
Why don't you ask the readers to vote on 
who they think is the best member of the 
team? 

Also, please will you do a regular joy¬ 
stick review as I've been trying for ages to 
find a good joystick. I’m currently using a 
Cheetah 125+, with which I’m not too 
chuffed. I’ve also tried using a Konix 
Speed-King but that just made my hand 
ache. 

Andrew Holding, 

Ebbw Vale, Gwent. 

Thank you, Andrew f for your kind words. 
Tm sure Steve appreciates all the fan mail 
he gets , l understand how you know that 
he writes our Giving the Game Away sec¬ 
tion, but how can you tell which games 
he has reviewed? The main body-text of a 
review can have been written by any one 
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of flue people! 

As for your joystick query, we did 
publish a joystick megatest umy back in 
issue one. Still, just in case you're inter¬ 
ested, I use a Competition Pro 500 , Steue 
uses a Zipstik (complete with sickly yel¬ 
low buttons) t and Jason uses a Quickjoy 
Supercharger. 

Overly Protected Software 

I'd like to discuss a problem that must 
affect all games players * Software protec¬ 
tion. I hate not being able to make back¬ 
ups of my precious games, such as 
Populous, Archipelagos, Baal and RAC 
Lombard Rally. Of course we understand 
the problems of piracy that face the soft¬ 
ware companies, but what about us? The 
software houses are actually gaining on 
two sides. Not only do they cut their losses 
from people making illicit copies, but they 
also make money forcing games-players 
to buy replacements should something go 
wrong with a disk. 

Having purchased Logotron's 
Archipelagos I was really excited when I 
saw the "secret code 11 form of protection 
that Archipelagos uses - the type where 
the program asks for a certain word con¬ 
tained within the manual However, my 
excitement was short-lived, as I attempted 
to make my routine back-up copy the 
disk's protection stopped me in my tracks. 
Why, 1 asked myself, did they bother with 
the clever code routine? What's the point? 

] know that isn’t as restrictive as copy-pro¬ 
tecting a disk, but surely it's a step in the 
right direction. Has anyone else got any 
other ideas as to how software companies 
might alternatively protect themselves 
without giving us users, their bread-and- 
butter such a headache? 

Finally, can anyone help me with Baal? 
I'm rapidly becoming very frustrated with 
this excellent game. 

David Parry, 

Kensington, London. 

Robocop Rubbish 

1 cannot believe it T after months of waiting 
it was finally released, Robocop on the STI 
Great, I thought, so l bought a copy, took 
it home, loaded up and SEVENTEEN min¬ 
utes later I had completed the whole 
game! A mere seventeen minutes to play 
a game; what a waste of £19.95. 

In the June issue of your magazine your 
review says: 

1) . "The action Is constant and frantic 1 ’ - 
this is rubbish! 

2) . "Sampled speech is brilliant' 1 - the only 
speech is when the game is loading; you 
call this brilliant? 

3) . "The difficulty level is just right?" - 
How can it have a difficulty level? It's real¬ 
ly easy to play. 

4) . "The hordes of criminals who constant¬ 


ly attack..." - where are these hordes of 
criminals and constant attacks? 1 haven’t 
got any in my game. 

I cannot believe a lot of time has been 
spent on Robocop, it certainly isn't worth 
waiting for and definitely isn't worth 
£19.95. You have misled your readers with 
your review of the this game. I do agree 
that the graphics are excellent and the 
pieces between the levels are good, even 
though they are easy. Maybe I've got a 
faulty game! 

T.RO'Brien, 

Camberley, Surrey. 

Well , what can I say, Mr.O'Brien. 

Seventeen minutes! Thai must be some 
sort of record. I T however, don't agree with 
all the points you raised. Jam still strug¬ 
gling to complete the game and think that 
the difficulty is just right. Having spoken 
to the game's programmer, Pete Johnson, 

/ can assure you that he has spent a lot of 
time on the game. The version i have does 
have an army of criminals to battle 
against and l definitely wouldn't call It 
easy. Still f maybe you have got a faulty 
copy. Try returning It to your local com¬ 
puter shop, Tm sure they'll be able to tell 
you if you have a fully-working version. 
Meanwhile , what do other Robocop own¬ 
ers think? 

Disappointing Games 

Some time ago, whilst reading my copy of 
ST Action I noticed some impressive 
screenshots of Capcom’s Street Fighter. 

My interest aroused, i purchased the game 
without reading the review or play-testing 
the game in the shop. After loading it at 
home and having played it for a while 1 
discovered 1 had purchased a twenty- 
pound turkey, worthy of any Christmas 
dinner. My own fault totally, and later I 
vowed never to buy a game without first 
reading the review in ST Action, or playing 
it first in the shop. 

However, even with the use of STA and 
a helpfu! computer shop, I have still 
bought games that, despite being STA1 
rated, have been disappointments, e.g.: 
Elite - I’ve played the game for over 28 
hours now; l r ve achieved a rating of 
Dangerous and amassed a fortune of 
50,000 credits. But where are the special 
missions? 

Dungeon Master * Even with the defini¬ 
tive STA guide and tips from the Troll I still 
find some of this game's logic difficult to 
comprehend. 

Populous - Too difficult, some worlds 
are walk-overs, others walk over you. 

R-Type - Again, too difficult. The ship 
is over-sensitive and I cannot finish the 
game even with the playing guide you 
printed. 

As you’ve probably guessed, I'm grip¬ 
ing on about the game difficulty levels. 
When I bought the games I knew i would 
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not complete them easily, but [ assumed 
(to quote NC in June's review of Robocop) 
"The more 1 persevered, the further I'd 
get! 1 ’ 

Well, [ have persevered and I'm rapidly 
getting nowhere! 1 don't degrade for one 
moment the quality of the games - far 
from it, they're all classics! However, I do 
feel that you should point out to the aver¬ 
age player that these games are difficult 
After all, a person testing a game in his 
local shop has at most a mere fifteen min¬ 
utes to evaluate the difficulty level. 

Come on guys! Next time you review a 
game and complete all 3 million levels in 
half a day, spare a thought for us mere 
mortals. 

Selwyn Ho, 

Brighton, East Sussex. 

Sorry ; Selivyn , it seems as though we 
just can't get it right However, iuifh the 
exception of R-Type, all the games you 
have mentioned are more strategy and 
adventure orientated, Indicating that they 
will take quite some time to complete ; R- 
Type is a little different and the best tip I 
can offer is that you should try and 
remember the formations in which the 
aliens attack and learn which weapons 
are most effective against which adver¬ 
saries (e.g. try using the large red hoop 
lasers against the second level aliens). 
Meanwhile, your views have been regis¬ 
tered and the team will try to indicate 
how difficult a game is. 

Missing Persons 

I was reading the letters desk in issue 14, 
June, when I noticed a letter called ’ Isle of 
Boredom", A mister D.Kelly from Douglas, 
Isle of Man was discussing the unavailabil¬ 
ity of games. Please would you send me 
his full postal address, if you still have it, l 
would like to get in touch with him about 
this predicament. 

Mr. T, Dixon, 

57 Wyke Crescent, 

Wyke, Bradford, 

West Yorkshire. 

BD12 9AT. 

Sorry, Mr.Dixon, butiseem to have mis¬ 
placed Mr D. Kelly *$ address. Still just in 
case he Is reading this I've included your 
address. 

Competition Capers 

I was very happy to see that I had won 
something in one of your competitions. 
However, whilst cutting out another entry 
form from your magazine I noticed I was 
destroying a precious review. Do you think 
that you couid possibly try and ensure that 
the reverse side of competition entry 


forms are uninteresting, e,g. adverts? 
Scott Thompson, 

East Craigs, Edinburgh. 


Media Pressure 

I was one of the Fools who purchased 
F.O.F.Th before I read the reviews. Just 
think how sick I felt when, at our local 
market, 1 saw a pirated version of the 
same game being offered for £1.50! The 
pirate's view was that you could buy his 
version, test it out, and then buy an origi¬ 
nal copy if you felt sure that the game was 
worth its Full price. Fair comment, l 
thought; although I still disagree with pira¬ 
cy- 

Meanwhile, the pressure from the 
media {yours truly included) every month 
to add this ’game' to your collection is 
immense. Some people must use their 
computers 24 hours a day, 7 days a week, 
just to keep up with all the recommenda¬ 
tions of reviewers. I accept that people 
have different tastes in game styles, but 
how many of us explore a game fully 
before we are convinced it is time to move 
on to another challenge? From this mon¬ 
th’s reviews alone my son wants Dark 
Side, Forgotten Worlds, Soccer and 
Voyager. He’s threatening to strike if he 
doesn't at least get Robocop. Add up the 
cost of all these games and you’ll soon 
see that our pirate chappie made fair com¬ 
ment. 

Jim Doyle, 

Prestwick, Scotland. 


Virus Construction Kit 

In the past, people have condemned pro¬ 
grammers who have made viruses, but in 
my view there is nothing wrong with them. 
Personally I would like to make a virus 
with a construction kit but I have had no 
luck in obtaining such a utility. Please 
could you tell me where I couid get such a 
program. 

1 guess you must be thinking: What an 
(expletive deleted)! Why would he want to 
write a virus? Well, actually it r s to find an 
efficient and effective way to neutralize 
current viruses, 

John Williams, 

Voe, Shetland. 

Sorry, John, but I don't know of any 
virus construction kits . //you are having 
problems with infected disks then why 
not try out a virus killer program . CRL 
have produced an excellent utility that 
will deal with almost all ST virusesi Their 
number is 01 285 2391 

Naff Sound 

I have a query: Why is the ST sound chip 
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so naff? I mean, it’s a great machine but 
let's face it the sound is rubbish. 1 have a 
mate who has an Amiga and he constantly 
boasts how brilliant it is and f am left with 
the knowledge that the ST sound is pretty 
poor. 

Would it be possible to boost the ST 
sound to Amiga standards? If so, how? 
What exactly is the ST better at? 

Simon Davis, 

BF.RO* 21. 

Yes f Simon, I too am envious of the 
Amiga’s sound capabilities. However, the 
ST’s sound can be enhanced. On the left- 
hand side of your computer are two midi 
ports. These allow users easily to connect 
midi devices, the sound from which easi¬ 
ly outshines that of the humble Amiga. 

Hooray For Conversions 

I am writing to you because I am sick and 
tired of people going on about software 
houses 'lowering their standards' by 
accepting arcade conversion licences. 
These people say that original games are 
always better than arcade conversions and 
more of a challenge than conversions 
which they say are easy* There are many 
good original games, I am not denying 
that. But, and this is a big 'but', l think 
arcade conversions are of a higher stan¬ 
dard generally than original games, I say 
'generally 1 because there are always 
exceptions, Afterburner and 1943 to name 
a couple. But 1 think that when program¬ 
mers have to cram megabytes of 
megagame Into a 512K pint pot, the game 
turns out better most of the time* But, 
when an original game is written, the pro¬ 
grammer always thinks of the limitations 
of the machine* 

[ think people should reconsider their 
views on this subject, and I look forward to 
reading them, 

Gregory Thwaites, 

Streatham, London* 

Thanks, Greg, for your views. Personally, 

I prefer more strategy/adventure-orientat¬ 
ed games :* Stiff, what do the rest of our 
readers think; are arcade conversions 
good value for money, or are original 
games more enjoyable? 


mega-session at GGS. Placing the pre¬ 
cious disk on my desk I leant down to pull 
out the computer's plug and the fateful 
accident happened. My glass of cherry 
coke toppled over and spilled all over my 
favourite disk! 1 quickly dabbed it dry but I 
just couldn't get it to load. 

Since that fateful day I've tried several 
mail-order companies, but to no avail, l 
just have to have another copy. Are there 
any ST Action readers who can help me 
out? 

Andrew Stamp, 

B Down End Road, 

Drayton, Portsmouth, 

Hants. 

P06 1HT. 

Sorry, Andrew, but we can’t help . Still, 

Tve included your address in case anyone 
knows where there is a spare copy. 

Traitor? 

1 was recently making a train journey from 
Portsmouth to Brighton. J took my seat 
and started to read my copy of ST Action. 
When the train stopped at Chichester, a 
person, who looked just like Steve Merrett, 
sat in the seat opposite me. I questioned 
him about ST Action and he seemed gen¬ 
uine. But, and what a worrying 'but' it is 
too, he did mention the name of 'Amiga 
Action 1 and the fact that he was to edit this 
new mag. 

Is it true? Will ST Action's star reviewer 
be moving his alligances to that machine? 
Paul Ratcliffe, 

South sea, Hants* 

OK, Paul, l f ll let Steve answer this one: 

,f Ok T it’s a fair cop1 Yes, l am going to edit 
the new mag, BUT - and this is a very big 
but -1 am still staying on as a reviewer on 
STA. Basically, all this means is that l will 
keep on writing reviews for STA, but I will 
simply have to give up minor things like 
going home and my social life so that! 
can work on both mags! Hope that clears 
that up. Oh , and by the way, don’t forget 
to tell your Amiga-owRing mates about 
the mag - / promise you WU knock their 
socks off,V 


Cherry Coke Disaster! 

I am the biggest fan of Super Mario Bros* 

Out of £100 per month i regularly spend 
£10 on the arcade machine. But, when 
Rainbow Arts brought out 'Great Giana 
Sisters* 1 bought it straight away* 

Unfortunately, it was soon banned after its 
release and this is where my predicament 
lies. 

Late in the month of May, disaster 
struck! I had just finished a two-hour 
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—The Worlds Most Sophisticated Personal Finance Program— 


If you run a personal bank account and have an Atari ST then 
you need 'PERSONAL FINANCE MANAGER". 


Mere's what the critics say: 

"PFM is one of those rare programs with which it is easy to feel 
comfortable from the first time you run it." 

Ron Massey, ST USER 

"Personal Finance Manager is a sophisticated home financial 
package, it wilt probably help you save money/' 

ST UPDATE, 

"PFM is just the ticket if your expenditure is as disorganised as 
mine." 

POPULAR COMPUTING WEEKLY. 




AS EASY TO USE AS A CALCULATOR 

PFM makes full use of the ST's Gem interface, if you need to 
amend or update an entry or Standing order simply click on it. 
Your screen looks just like a bank statement! 

STANDING ORDERS & DIRECT DEBITS EATEN ALIVE 

PFM handles Credit and Debit — Monthly, Quarterly, Yearly and 
even complicated regular payments like 12 payments of £52.99 
followed by one of £12.50, PFM will check the date and 
automatically insert standing orders as they become due. 

BUDGET WITH EASE, AT THE CLICK OF A MOUSE 

If you Ye the type that likes to look aheadthen PFM allows you to 
sot budgets for both expenditure and income. Up to 10 budgets 
can be set over a year, a quarter or a month and then displayed 
either in figures or as a bar graph for a given period. Income/ 
expenditure for these budgets can also be shewn as a pie chart 
so you can tell at a glance where your money's gone. PFM also 
allows you to display or print your budget groups selectively so 
you can see your expenditure quickly and easily. 

BALANCING WITH YOUR BANK ACCOUNT IS NO 
LONGER A JUGGLING ACT 

When you get your bank Statement or a balance from an 
autobank machine you can confirm it with PFM quickly and 
easily. Simply select PFM’s unique "Auto Balance" option and 
type in the balance as given by the bank and PFM will attempt to 
balance end highlight entries that have not yet been processed 
through the bank. 


BUDGET COMPARISON BAR- 
GRAPH SHOWING BUDGETS 
FACTUAL EXPENDITURE 
OR INCOME 

* The number of entries 3s limited only by memory size 

* You define the file size 

* Old entries are automatically deleted 

* Automatically places entries in date order 

* European or U S.A. date formats 

* Balance of account graph 

* Moveable and re-sizeable windows 

* Run multiple bank accounts by simply using different file 


MAIN ACCOUNT SCREEN 

OTHER FEATURES 


TO ORDER: 

SEND TO: MtCHTRON V BY PHONE: 

PO BOX 63, St. Austell, WITH CREDIT CARDS 

Cornwall. PL26 4YB. TELE: (0726) 68020. 

Allow 28 Days for delivery. 1 30.95 jiricl P&F). 


Home Hnance 


Peter Veale. 


Free 30-Day Trial 

Order direct from MICHTRON 
and if you are not 100% satis¬ 
fied, return within 30 days for a 
full refund 


BALANCE DISPLAY SHOWING 
HIGHS & LOWS OVER 
SELECTED DATES 


NOT COPV PROTECTED 


PIE CHART SHOWING SELECTED 
ENTRIES OVER CHOSEN DATES 


names 


* Facility to check off items against statements 

* Locates cheques written months ago in seconds 

* Selective print features for dates/statements/standing 
orders and budgets 

MichTrori 




Please send me Personal Finance Manager at £30 95 (inc! P&PJ 
D Cheque enclosed made payable to MICHTRON 
□ Please debit my credit card account: 

INI! Mill I I I 1 I I I I I I Expiry date; 

Name__ ( 

Address__ 

--Signed:_____ 














































Strategic Simulations Inc, have long 
been creators of both wargames and 
roie-playing games, The early 1980‘s 
saw the game of Dungeons and 
Dragons grow in popularity to cult sta¬ 
tus and, with the advent of the home- 
computer, it seemed a natural pro¬ 
gression that this type of games 
should appear amidst the ever 
expanding myriad of other micro¬ 
games, 

Role-playing sees you, the player, 
as the game's principle character. As 
the game's plot unfolds you will have 
to decide the fate of your alter-ego. Of 
course, the world your character lives 
in will have certain rules and taws, and 
all decisions made should be done so 
with these in mind. Dungeons and 
Dragons can only be played when one 
participant takes on the role of the 
Dungeon Master. This player is 
responsible for making sure that all 
the correct rules are adhered to and to 
keep score. Computers, therefore, 
make exceptional Dungeon Masters. 
SSI were quick to see this fact and 
now produce some of the most imagi¬ 
native role-playing games available. 

Role-playing needn’t necessarily 
be set in ancient times of Legends 
where dragons and wizards abound. 
Scenarios differ from the far reaches 
of the galaxy to the 1930’s and the ear 
of prohibition. Fantasy games, howev¬ 
er, seem to be the most popular. So 
far, SSI produce no less than six Fanta¬ 
sy games so we decided to see what 
all the fuss was about. 


QUESTRON 


The great wizard, Mantor, has finally 
been destroyed. The lands of Questor 
are once again peaceful. However, the 
wizards evil book of magic was never 
recovered. Somewhere it lies hidden. 


waiting for someone, or something, to 
find it. Should it fall into the wrong 
hands, the book could once again be 
used for evil. The folk of Questor, 
although happy at the demise of the 
evil wizard, now live in fear of the 
magic book; its very existence pose a 
threat of corruption and doom to all 
civilizations. 

It is rumoured that the book is so 
evil that it cannot be destroyed by nor¬ 
mal means. Therefore! a party of 
adventurers must travel back in time 
to make sure that it is never created. 
Originally Forged in Landor, the book 
was written by six mad sorcerers. The 
good wizard, Mesron, knows of a way 
to transport you back in time. This 
method will greatly reduce your par¬ 
ty’s skill, so it is imperative that upon 
arrival in this strange land you should 
collect as many pieces of equipment 
as possible in an attempt to prolong 
your survival The way to success will 
see you visiting many different places; 


foreboding castles, open wildernesses, 
crowded cities and dark dungeons. To 
stop the mad sorcerers you must visit 
all of these locations. Only from them 
will you learn the whereabouts of their 
lair. The future lies in your hands, only 
you, and a few intrepid heroes, can 
travel back to the land of Landor and 
change history - all the hopes of the 
people of Questran are with you. 

Questron II features better graphics than 
most fiPG’i. Here our hero continues 
his search for the evil book. 
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A small glade was the meeting place 
where the old wizard, Kaitar, met the 
adventurers. Each one of them had 
been chosen for their abilities; some 
for their mental acuity, others for their 
physical prowess. The band waited 
impatiently for the wise old wizard to 
tell them the reason behind the gath¬ 
ering, The muttering soon subsided as 
the old wizard started his story* They 
had been assembled to receive a great 
challenge - to recover the crown of the 
Emperor The crowd muttered to each 
other, telling of fairy tales and leg¬ 
ends. Kaitar called to the restless 
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party and explained. 

The crown once gave power to the 
Fellowship of the wizards. Each mem¬ 
ber was entitled to wear the crown and 
from it they would gain great power 
and knowledge. However, Tarmon, the 
wizard of Thunder, refused to share the 
crown 1 s powers and civil war between 
the magic-users soon existed* Tarmon 
made off with the crown, creating all 
sorts of monsters in his wake. For five 
hundred long years he has hidden in 
his laboratories. The land of Arghan 
has long been infested by monsters. 
The crown has to be recovered, no 
wizard may retrieve it, and so it must 
fall to a party of adventurers to return 
it* 

The eight brave companions 
looked at each other Intently They 
were the party the great wizard talked 
of, they would return the source of the 
wizard’s power to its rightful place at 
the fellowship* Having agreed to the 
task the band left the glade, leaving 
the wisened old wizard to wait for their 
safe return* 


Creatures of the night appear regularly. 
Take careful aim and let them have it 


RINGS OF ZILFIN 


The pale moonlight shone dimly 
through the Frosted window. A voice 
called from out of the darkness, 

"Come hither, my child.\ The voice 
sounded familiar, I arose an looked 
toward the forest. There, in a small 
copse, stood my long dead mother, a 
strange blue aura glowing around her. 
She spoke of how both herself and my 
father had been murdered at the hands 
of the evil Goblins. She told me how 
see had seen me planning revenge 
against the loathsome creatures* Now, 
however, 1 was to perform a much 
larger task. The Realm of Batiniq had 
been wrecked by the wicked Lord, 
Dragos. The extinction of good was a 
hand, but... I had been chosen to res¬ 
cue the lands from the clutches of this 
evil Lord, 

Batiniq had once been ruled by the 
Zilfins, a family whose great beauty 
and knowledge caused the country to 
live m prosperity and fairness. The 
Zilfins gained their great power from 
two rings, but since the disappearance 
of the Zilfins and the mysterious rings, 
the land has been plunged into chaos 
under the evil watch of Lord Dragos. 

Dragos had sworn to bring back 



hate and pain that supposed 'real 1 
worlds contained. 1 was to travel to this 
strange land and to save its people. 
Along the way I was to encounter 
many strange beasts, some friendly, 
others not so. The key to destroying 
the evil Lord was with the rings. Alone 
they were worthless but together the 
bearer could wield great power. With 
these final words my mother vanished* 
My quest was dear, I was on my way. 


DEMON'S WINTER 


Following the recovery of the Shard of 
Spring, the people returned to their 
normal lifestyles. The great demon, 
Malifon, had been successfully 
trapped inside a volcano and all 
seemed peaceful once more. However 
the once powerful demon slowly, but 
surely, began to regain his strength* 
Every day the demon grew more pow¬ 
erful, and everyday he vowed 
revenge. At last Maltfon felt strong 
enough to cast a spell. He had been 
encased in the volcano so strongly 
that it was impossible for±aim to free 
himself. So, to take revenge he cast a 
spell so mighty that it plunged the 
entire world Into despair and turmoil 
Seas and rivers turned the crimson 
red of blood and ail around the coun¬ 
tryside was cast into a deep, cold win¬ 
ter. 

Malifon's minions began to thrive 
In the bleak and desolate conditions. 
They knew their duty: to free their 
incarcerated leader. They roamed the 
lands destroying whole villages at the 
slightest hint of resistance. One such 
settlement was lldryn. The menfolk 
drew together in an attempt to beat off 
the raiders but, alas, to no avail. The 
few survivors fled, the dying cries of 
their fathers 1 ringing in their ears, 
"avenge me... 1 . 

As one of the survivors of lldryn 
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Strategic Simulations Inc., without 
doubt, produce first class role-playing 
games. However, it should be remem¬ 
bered that these games do take a long 
time to play, usually from as little as 
twenty hours to as much as possibly 
eighty hours. For beginners to these 
types of games titles, such as 
Demon's Winter or Phantasle II are 
recommended. Both Rings of Zilfin 
and Questron II are more graphically 
orientated and offer one or two basic 
arcade sections. Perhaps the most 
challenging game is Phantasie III 
which offers the players a very well 
balanced game. The graphics are well 
presented but, perhaps the game's 
best feature is the well designed user 
interface. It must, however, be pointed 
out that Phantasie II! is not an easy 
game for novices, ISTZl 


had destroyed his crystal, the source 
of his power, on the islands of Pookny* 
These had, apparently, been only 
the first two acts of Nikademus 1 foul 
play* The finale was to be enacted out 
here on Scandon The Evil One had 
learned much from these two encoun¬ 
ters, he had lost much but gain much 
more. His powers were such that they 
could sway all but the purest to evil. 
The party who had already defeated 
the sorcerer was the land's only hope. 
With this in mind I called to my brave 
friends and told them of Scandor's 
fate. Together we left the town of 
Pendragon, stopping briefly at the 
city's archives to gather information* 
We headed off, to try and once again 
thwart Nikademus 1 evil plans. 


* Your party may rest, tram and equip 
■ themselves in the various towns. 

you have decided to break Malifon's 
icy hold over the countryside. 
Gathering together a party of five 
adventurers your travels will take to to 
the very depths of the darkest dun¬ 
geons and the far corners of the lands. 
Along the way you must discover the 
necessary items required to destroy 
the evil demon once and forever. 


His name had become known to near¬ 
ly everyone yet nobody dared speak 
it. Despite having been defeated by an 
brave gathering of warriors, the evil 
sorcerer Nikademus 1 s body was never 
found. His Black Knights had all but 
been destroyed in the bloody battles 
and now the land seemed almost quiet 
again. But, a great cloud has been 
hanging over the island of Ferronrah 
for nearly forty years. The once thriv¬ 
ing islands seems to have undergone 
some fateful calamity, rumours are rife 
and many of the local townsfolk talk 
about the work of the Evl! One. 


Phantajle II: Treasures and weapons may be accumulated in the numerous dungeons. 
^ Here our party are searching a Kobold village. 


they sail off to the island of Ferronrah, 
there to meet their destiny. 


It was a wonderful summers day when 
[ rode into town. Hot and dry from my 
long journey I hitched up my horse 
and strolled into the local tavern. I 
inquired where I was. A merchant 
looked up from his beer and informed 
me that I was in Pendragon, a hub of 
commerce and jewel of civilization* 
The town seemed somewhat down¬ 
trodden so l went on to ask what was 
wrong within the land. The merchant 
grew nervous and told me of monsters 
and a conqueror who threatened the 
entire continent. 

The innkeeper piped up and 
uttered the name of Nikademus. 
Impossible, I bellowed. I, my very self, 
had thwarted the evil sorcerer's plans. 

I had defeated him on the islands of 
Gelnor and Ferronah t it was me who 


PHANTASIE 


CONCLUSION: 


PHANTASIE 


No one knows it for sure but it is 
believed that Nikademus has acquired 
a new band of slaves, they have busily 
been forging new weapons for his 
armies, and soon his wrath will once 
again be unleashed upon the poor 
people of Gelnor. 

A party must be formed to once 
gain rid the world of this evil sorcerer. 
Groups of would-be heroes gather in 
the nearby towns and villages but the 
six who will defeat the evil wizard 
already know of their fate. They have 
already faced the sorcerer before, they 
won then. Now, however Nikademus 
has had time to prepare for their 
return. This time he knows of their 
strengths and weaknesses, and this 
time he wants revenge! Once more 
the party meets, and with the crowds 
bidding them good luck and farewell, 
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runners-up prizes, the winners of which get to 
choose the title of their choice. Finally, SSI's UK 
distributors, U.S, Gold, are offering ten sweat¬ 
shirts complete with their new logo. 

However, to stand a chance of winning you 
must first answer these four questions. 
Remember, all entries must arrive at the ST 


When it comes to challenging mind- 
games, SSI are league leaders. The 
American-based company have decided to 
r gj V e away a few goodies. As a first prize how 
would you like to win your very own colour 
monitor? After all, a TV set is ok, but a monitor 
adds real sparkle to a game. SSI are also 


generously offering a further ten games as Action off ices by Monday 21 st August. 



QUESTIONS! QUESTIONS! QUESTIONS! 

1. What is the name of the evil wizard you must defeat in 3. Demon's Winter is the sequel to which SSI game? 

Phantasie Ilf? 

A) Shards of Spring B) Gemstone Warrior C) Eternal Dagger 

A) Merlin B) Gandalf C) Nikademus 

4. Red Lightning revolves around the conflict between who? 

2. Questran II sees you on a mission to recover what? 

A) Dragons and Ores B) NATO and the Warsaw Pact 
A) An amulet B) An evil book C) A magic staff C) Space Explorers and Aliens 


if. -Ci *'-C _ jZj r,J 1 

The Editor's decision is final and no 
correspondence will be entered into 
regarding competitions or the results 
of competitions. All prizes are 
offered believing them to be 
available. If, however, a prize is 
unavailable we reserve the right to 
substitute a prize of comparable 
value. No cash alternatives will be 
given. Results will be published as 
soon as possible and prizes 
despatched as quickly as possible. 
Please refrain from phoning 
regarding competition results or 
prize delivery. Employees of Gollner 
Publishing Ltd and companies 
participating in competitions are not 
eligible to enter. 


ANSWER 1 
ANSWER 3 


ANSWER 2 
ANSWER 4 


Name ... 
Address. 


Daytime Telephone number. 


Send to: SSI Competition, ST Action, Theatre House, 
Theatre Lane, Chichester, West Sussex. PO!9 1 SR. 

Closing date: 21st August 1989 



















24hr MAIL ORDER PURCHASE LINE (0473) 257158/210605 


CHEQUES AND POSTAL ORDERS MADE PAYABLE TO 
SOFTSELLERS. POST & PACKING FREE IN UK 

OVERSEAS £1 so PER item. Subject to availability and 
price change without notice. Not an titles released at 
time of going to press. 


6 Bond St., Ip 


Amiga 
... 15,99 
...16.99 
...15.99 
...16.99 
...15.99 
...12.99 
...16.99 
...12.99 
.1599 
.12.99 
.15.99 


Amiga 
.15.99 
.15.99 
.15.99 
.16.99 
.13.99 
..15.99 
15 99 


la pool.. 

Afterburner.. 

Airborne Ranger, 
Amiga Cold Hits. 

Archipelagos.. 

Armalyte.,.. 


All our hardware includes vat and 
free delivery on early orders UK 
mainland only. 


Menace. 

Mlcroprose Soccer. 

Millenium 2 2.. 

1943. 

Nightraider. 

Operation Neptune 
Operation Wolf. 


Astanoth 


Outrun 


Balance of Power 1990 

Ballistic.... 

Barbarian II.,. 

Bards Ta^e.. 

Batman..... 


Outrun Funopa 


Overlander. 
Pad and. 


AMIGA 500 

Air miles pack with 500 free air miles, 
three games, disc wallet and spritz 
graphics package £449.95 


Pacmania. 

Paperboy. 

Peter Beardsley. 

Phantom Fighter.... 

Phobia.. 

Pioneer Plague .. 

Police Quest I I. 

Pools of Radiance... 

Populous. 

Populous Oatadisks 

Powerdrome.. 

PowerpLay.... 


Rattfecftess. 


Battlenawks. 


Bio Challenge 
Bismark. 


Biasteroids, 


Bloodwvcb. 

Blood Money. 
Bubble Bobbie 
Buggy Boy. 


AMIGA 500 -f 1084S 

Colour monitor pack £599.95 


Butcher Hill 


Cl 900 

monochrome monitor £99.95 


Captain Blood. 

carrier Command,, 
Chaos strikes Back 

Chrano Quest. 

combat School. 

Corruption. 

cosmic Pirates. 

Crazy Cars II. 


Precious Metal. 


Premier Collection 
Prison.... 


Puffy J s Saga. 

Purple Saturn Day 
R-Type.... 


1040S 

Colour Monitor £249.95 


Rambo III 


Real Chostbusters 


Custodian 


Realms of the Trolls 


A501 EXPANSION 

Standard £139.95 


Cybemoid II.. 

Daley Thompson's OC. 


Renegade.. 

Return of the Jedi 
Rick Dangerous.... 


Degas Elite ... 

Deluxe Monopoly 


EXTERNAL DRIVE 

Cumana 1 meg £99.95 


Roadblasters 


Deluxe Music, 


Robocop 


Deluxe Paint II,... 
Deluxe Paint III,,. 
Deluxe Photolab 


Rocket Ranger..... 
Run the Gauntlet. 


Running Man 
RVF. 


ATARI 520STFM 

1 meg internal drive £269.95 


Deluxe Video, 


Denaris. 

Double Dragon... 

Dragon s Lair. 

Dragon Nipja. 

Dragonscape. 

Dungeon Master. 

Dungeon Master Editor, 

Eliminator.... 

Elite. 

Eye of Hercules. 

fib Combat Pilot.... 

Falcon.... 

Falcon Mission Discs. 

Fed Of Free Traders..,.,,. 
Fernandez Must Die,...,. 
Ferrari Formula One,...,, 

Fire & Forget.. 

Fish. 

Football Director II. 

Football Manager II. 

Forgotten Worlds.. 

Fright Night... 

Fusion........ 

Garfield. 


SDE. 

Savage..... 

Shoot'em up Construction 


ATARI 520STFM POWERPACK 

20 games, business organiser, 1st basic 
and music maker £349.95 


Silkworm 


Skate or die 


Skateball 


Skweekl... 

Skychase. 

Space Hamer 1 or It. 


Speed ball 


ATARI 1040STFM 

with modulator £399.95 


ST Five Star. 

Star Ray... 

Starglider. 

Steve Davis Snooker 

STDS. 

Streetfighter.... 

Super Hang on. 

Sword of Sodan. 

Techno Cop. 


ATARI 1040STFM SUPERPACK 

21 games and joystick £449.95 


ATARI SCI224 

Colour monitor £299.95 


Th underbid 


Th underbade 


Th undercats..,.. 

Tiger Road.... 

Time & M^jlk. 

Times of Lore. 

Tracksuit Manager 
Triad. 


Gauntlet (I. 


ATARI SMI 24 

Monochrome monitor £99.95 


Gemini Wing. 

Ghosts & Goblins. 

Giants. 

Goldregons Domain. 
Grand Monster Slam 

Grvzor.. 

Guerilla war. ... 

Cunshlp... 

Hate. 

Heroes of the Lance 


EXTERNAL DRIVE 

Cumana 1 meg El09.95 


Trivial Pursuits 


Turbo Cup 


TV sports Football... 
Typhoon Thompson 


CITIZEN 120D PRINTER £149.95 


Ultima v. 

Victory Road 
Vigilante_ 


Hostages 


1K+. 

Joan of Arc 

Kick Off. 

Kristai . 


10 3 VT Bank discs 
Joystick Extenders.... 
4 Player adaptors. 


-E9.95 Konix Havigat Joystick.£H,95 

.£4.95 Pro 5000 joystick..£1195 

.64.95 Pro 5000 Clear.,.£12.95 

.64.95 pro 5000 extra.£13.95 

.66.95 DISC Storage box 40.£5.95 

,65,95 Disc storage box SO.D. 95 


Vindicators 


Voyager 


Mouse Mat 


Lancelot. 


war in Middle Earth. 


last Crusade...,.,.,,. 
Leaderboard Birdie 


Cheetah 125 joystick 

QS Turbo joystick. 


Waterloo 


WECLe Mans. 

Where Time Stood Still 

Wizzbail. 

Xenon... 

Xenon II..... 

zak McKracken.. 

zany Golf... 


LED Storm 


Legend of the Sword ... 

Lombard RAC Rally. 

Lords of the Rising Sun 

Marble Madness. 

Manhattan Dealers. 


























































































































































































































































































































































Digital 

Integration 





"Over the past decade , Digital Integration have forged a 
reputation as the leading authority in realistic aircraft 
simulation. But as Jason Spiller discovered, D.I. don't 
just play at aeroplanes 


single-seater aircraft 

simulator. Unlike the standard 
aircraft-specific Rediffusion 
simulators, the one I was 
developing was for research 
and could be adapted to 
simulate any Fixed-wing or 
rotor aircraft. It could even be 
modified to simulate concept 
aircraft! This equipment aided 
research into all aspects of 
military aviation development, 
and we could experiment with 
new concepts in aircraft 
handling or weaponry, for 
example, without having to 
construct expensive 

prototypes, 1 

Dave spent four years at 
Bedford, working with the 
simulator, adapting it to all 
kinds of aircraft and 
experimenting with new 
concepts: f l moved back to 
Farnborough to work in 


If any surviving company can 
claim to have been there at 
the dawn of home computer 
entertainment, it is Digital 
Integration. But there is far 
more to this company than its 
unquestionable longevity. 
Today, aircraft simulation is 
one of the most popular and 
engaging subjects of home 
computer entertainment - a 
fact vehemently demonstrated 
recently when D.I.'s FI 6 
reached the top of the 
software sales chart and 
dominated it for weeks. But 
without D,l/s determination to 
make airslms playable, as well 
as realistic, this could quite 
easily have been an exclusive 


as well as expensive brand of 
computer entertainment, 
appealing only to the 
staunchest of aircraft 
enthusiasts. When founder 
members, Dave Marshall and 
Rod Swift, embarked on their 
first ZX81 project in the late 
70 r s, popular games of the day 
amounted to little more than 
shooting scrawly little sprites 
in umpteen Space Invader 
clones. But D.I. were 
determined to pioneer more 
engaging entertainment in the 
form of aircraft flight 
simulation. 

Official Secrets 

Dave- Marshall has made 


aviation his career, and this 
lifelong fascination with 
aircraft, which began in true 
RAF text-book fashion as an 
air cadet, culminated in a 
MATO commission to develop 
the Microprocessors for the 
F16 fighter jet Recognized as 
a world authority on fly-by- 
wire aircraft and pilot training 
simulation, he described the 
transition from research and 
development in real fighter jets 
and pilot training, to producing 
flight simulations for home 
computers: Tm bound by the 
Official Secrets Act, not to 
give certain information. 
Although I can’t imagine 
military leaders pouring over a 
copy of ST Action at the 
Kremlin. 1 I promised to check 
the subscription files. ’In the 
early seventies* my first 
commission was for the 
Ministry of Defence, I was 
based at Farnborough where I 
researched into fly-by-wire 
aircraft, and it was here that 
my interest in the G.S. F16 
aircraft first developed. Shortly 
afterwards, I moved to the 
sister establishment at 
Bedford, to develop their 


Dave Marshall has made avionics 
■ his career from cadet to 
developing the mi ore processor for the 
FI 6, 


Tomahawk, 
Fighter Pilot 
and the original 
TT Racer, Early 
eight-bit D.I. 
gomes which 
were a good 
combination of 
simulation and 
arcade fun. 



























































































half assembler We bundled up 
the tape and photocopied 
instructions with an elastic 
band and sold quite a few 
hundred copies. 1 This Fortified 
Marshall's belief that their was 
a real market potential for 
flight 'The next project 

was Might Gunner, which 
boasted a massive 4K of 
memory. W.H.Smith 

immediately ordered 10,000 
copies of the game, so at last 
we could buy some decent 
equipment/ 

With two IBM compatible 
PCs and floppy disk drives, 
Marshall and SwiFt could 
implement solid colour 
graphics and improve scrolling 
techniques: f We developed 
Fighter Pilot on the Spectrum, 
which at least afforded the 
luxury of blue sky, green 
terrain and a Fairly detailed 
instrument panel/ Fighter Pilot 
sold over 250,000 copies, 
which well and truly 
established Digital Integration. 
Until then, game development 
was done in their spare time, 
but with the market taking off, 
literally, Marshall and Swift 
dropped all other 

commitments and left the 
M.O.D. to concentrate on 
software development for 
home computers. From M,G.D. 
mainframes and millions of 
pounds oF resources to 
developing games for eight-bit 
computers is certainly an 
unusual transition: 'I was 
apprehensive about the 
decision, but we visited various 
computer trade shows and the 
response was incredible. We 
didn't know anyone, but 
somebody suggested we visit 
the Microdeal stand and they 
took one look at Night Gunner 
and Fighter Pilot and 
immediately ordered a 
thousand of each a week until 


The Digital Integration team. 


they said stop. Suddenly, D.f. 
had to find a tape duplication 
outfit and personnel to run a 
rapidly growing business. 1 

Tomahawk 

The next project was 
Tomahawk, How accurate a 
helicopter simulation is it? 'In 
terms of handling, I still think 
it's the most accurate 
available. We spoke to the test 
pilots at Hughes in California, 
about the characteristics of the 
Apache, its roll and pitch rate 
and handling, and we spent 
ages getting the agility and 
performance right. When 
you're working with 
Rediffusion, you have 32-bit, 
hard drive and limitless 
memory, and you can 
simulate to the finest detail. 
But with home computers, it’s 
a complicated process of 
sifting out the most important 
and noticeable features and 
saying, "Well that's the effect, 
how do 1 model it?" Perfecting 
an accurate approximation 
with such limitations is a real 
art and when we thought we 
had got it as close as possible 
we asked the opinion of an 


Dave Marshall and Rod Swift: With what many say is the ultimate sixteen- 
bit flight sim under their belt, Messrs, Marshall end Swift will have to wait 
a patiently for the next advance in home computer technology to 
▼ improve on F16. 


airborne computing, which 
involved research with the 
CIS. Airforce. At this time, 
Microprocessors were 
emerging as an important 
element in modern warfare, 
and the CISAF were concerned 
that they were lagging behind 
in micro technology, and so 
their proposal was to have a 
single, standard 

Microprocessor configuration 
for all NATO aircraft. The 
M.O.D. agreed, and so we 
were given detailed drawings 
and specifications to work with 
and built a microprocessor. 
This is where \ met Rod, and 
we began to work in the lab as 
a team on this new sixteen-bit 
processor. This development 
involved many trips to various 
avionics and aircraft 
manufacturers. We spent 
some time at General 
Dynamics in Fort Worthy and 
walked around the FI 6 
production line and, for the 
first time, I actually got to sit 
in the cockpit which was 
great! The G,D. plant is 
incredible! It's over a mile 
long, dead straight, with the 
raw aluminium, wires, nuts, 
bolts and washers going in at 
one end and the finished FI6 
emerging out of the other, just 
three days later. We also 
visited Boeing and Douglas 
which proved very useful for 
contacts later on/ 

Meanwhile, in Britain, 
Sinclair had pulled off a bit of 


a coup by producing the first, 
affordable home computer, the 
ZXS1. 16k of memory inside a 
little black box must have been 
a far cry from the massive 
mainframes Marshall and Swift 
had worked on, but the 
commercial potential, if not the 
capabilities of such a machine, 
were obvious: 'I seriously 
doubted whether it would be 
possible to write even the most 
simple and rudimentary flight 
simulation with such little 
memory. So we attempted to 
present a very vague and 
crude approximation in the First 
version of Fighter Pilot, which 
was written half in basic and 

















in was impossible and so we 
had to make some 
concessions. One of the 
mission options, Operation 
Conquest was supposed to be 
two-player, but there were so 
many variables flying around 
and it was supposed to be 
continuous and in real time - 
after many sleepless nights, 
we scrapped the idea, 

Using his knowledge, 
Marshall researched into 
getting the aerodynamics right 
and the handling 

characteristics as near as 
possible: 'I was constantly 
phoning up pilot friends of 
mine for information and there 
was some interaction with 
Kevin Dwyers, the chief test 
pilot at General Dynamics, He 
filled us in with the finest 
detail, such as the low-speed 
handling and hi-lift capabilities 
of the aircraft which we 
attempted to implement in the 
simulation. We spent ages in 
G.D.’s flight archives back to 
’76, and sifting out test flight 
reports,' Evidently, F16 is the 
result of painstaking detail and 
meticulous research; what 
does Marshall think of the 
opposition?: ’FJight-sim II. 
from Sublogic r is good, but it 
adheres rigidly lo realistic 
flight and so, from an 
entertainment point of view, 
there is no arcade element. 
Gunshlp is a very enjoyable 
game with a good balance of 
arcade and simulation. But 
technically the claims that it is 
a realistic helicopter simulation 


Each mission starts m the crew 
room and, clicking on the filing 
cabinet and blackboard gives access 
to mission information and flight data. 


Apache pilot and he said, 
"WeJf, that's right and that's 
wrong"? Undoubtedly, 
Marshalls passion is for 
aviation, but his partner. Rod 
Swift's first love is motorbikes: 
'While Dave worked on air 
si ms [ was developing a 
motorcycle racing simulation 
called TT Racer. The criterion 
was for a first-person 
perspective, rather than the 
typical rear-view. 1 TT Racer 
was a real hit and Rod Is 
currently working on a greatly 
enhanced and improved 
version for the ST So D.L have 
digressed from flight si ms with 
TT Racer. Bobsleigh and A.T.F, 
But Messrs, Marshall and Swift 
returned to the crew room to 
develop the ultimate in 


FI 6 contains seven mam mission: 
which range from reconnaissance 
JL to scrambEe interception. 


sixteen-bit flight simulation, 
FI6 - Fighter Pilot, 

F16 

Since his first visit to the 
General Dynamics factory and 
subsequent involvement with 
the FI 6, Marshall wanted to 
develop a flight-sim of the 
aircraft. But he waited until the 
arrival of sixteen-bit: 'To 
produce a simulation of Fib's 
calibre, we reckoned 
development time would take 
over two years working full¬ 
time on the project. First we 
had to decide how realistic we 
could make it and where to 
draw the line between accurate 
simulation and arcade game- 
play/ Much of this time was 
spent in research, and 
Marshall's many contacts In 
the avionics industry were 
invaluable: 'The most 

important aspect of the FI6 
project was to make it as 
realistic as possible, but 
always considering the game- 
play aspect as well. We wanted 
to launch ourselves into the 


sixteen-bit market with the 
next generation of aircraft 
simulation, and so we 
increased the production team 
to five, with graphics artists 
and coders, and this allowed 
Rod and me to concentrate on 
the realism simulation. We 
implemented true 60 degree 
freedom, with 3D filled 
graphics, and we had to work 
out how many objects the 
program could handle, as well 
as ground density etc? 
Marshall described just one of 
the problems D.f. encountered 
during the production of FI6: 
'The amount of detail and 
content we were trying to cram 







































































































































































CHUFF 30 

/E-fifit 30 


^ To the right. Ihe river winds it's 
♦ way through the terrain leading to 
bridges crucial to enemy manoeuvres. 

Racer and we've got other 
projects which are in various 
stages of development. But for 
aircraft simulations, 1 think we 
will wait for the next advance 
in home computer technology 
before trying to better FI6.' 


As you soar through mountains, 
the smooth scrolling gives a ^ 
good impression of flight. 


are twenty-five different 
modes on the air radar alone, 
who the hell Is going to 
understand that?* 

So after two years 
development, D, 1, have 
produced what many believe 
to be the ultimate aircraft 
simulation on sixteen-bit. 
Where do they go from here? 
'We intend to diversify with 
other simulations, such as, TT 


Just you, m iff Ions of dollars 
of aircraft,, and a perfect 
sunset 


are not strictly true, 1 What 
about Falcon? 'Again, a very 
strong and popular simulation, 
But Spectrum Holobyte have 
had to create extra mission 
disks which are priced at 
around twenty quid. With Fl6 r 
there are literally hundreds of 
possible mission 

configurations and scenarios 


In the main program.' How 
accurate is F I 6 to the real 
thing? 'Et r s as near as the 
limitations of the machine wilt 
allow. What you've got to 
remember is the fundamental 
aspects of combat flight such 
as weaponry and pilot training 
courses take months* maybe 
years, to learn. I mean, there 


? i a 1 i i 0 , 3 j e nns 


MSI?* 


The program contains detailed data on every modern fighter jet 
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WORLDWIDE 
SOFTWARE 
1 BRIDGE STREET 
GALASHIELS 
TD1 1SW 


CREDIT CARD ORDER 
TELEPHONE LINE 

WORTH SCOTLAND 
N. IRELAND 
0896 57004 

ALL ORDERS ARE 
COMPUTER CONTROLLED 
TO ENSURE FAST 
DESPATCH ON ALL STOCK 
ITEMS 


WORLDWIDE 


SOFT WA R E 


OVERSEAS EXPRESS SERVICE NOW AVAILABLE OVERSEAS EXPRESS SERVICE NOW AVAILABLE 

OVERSEAS CUSTOMERS CAN NOW CONTACT OUF EXPORT DEPARTMENT AT 

WORLDWIDE SOFTWARE 
106A CH1LWELL ROAD 
BEESTON 

NOTTINGHAM NG9 1ES ENGLAND 

OVERSEAS TELEPHONE ONLY NOTTINGHAM 225368 

EUROPE SHIPPING COSTS ARE: £1.50 PER CASS/DISK FOR NORMAL AIR MAIL 
£2.50 PER CASS/OISK FOR EXPRESS AIR MAIL OUTSIDE EUROPE SHIPPING 
COSTS ARE: £2.00 PER CASS/DISK FOR NORMAL AIR MAIL £3.00 PER 
CASS/DISK FOR EXPRESS AIRMAIL 


WORLDWIDE 
SOFTWARE 
106A CHILWELL ROAD 
BEESTON 

NOTTINGHAM NG9 1ES 


CREDIT CARD ORDER 
TELEPHONE LINE 

SOUTH MIDLANDS 
WALES 
0602 252113 

ALL ORDERS ARE 
COMPUTER CONTROLLED 
TO ENSURE FAST 
DESPATCH ON ALL STOCK 
ITEMS. 


ATARI ST SOFTWARE 

3D POOL.14.35 

AIRBORNE RANGER.. 16,45 

AFRICAN RAIDERS.14.95 

ANDES ATTACK.7.25 

ANNALS OF ROME.17.95 

ARCHIPELEGO.17.95 

ASTAROTH...17.95 

BALANCE OF POWER 1990.17.95 

BARBARIAN II..15.95 

BATMAN. 13.25 

BATTLE CHESS.17.95 

BATTLEHAWKS 1942.19.95 

BEAM ..17.95 

BLACK CAULDRON.17.95 

BLOODWYCH...17.95 

BREACH. 14.95 

BIO CHALLENGE.17.95 

BISMARCK. 17.95 

CALIFORNIA GAMES.14.95 

CASTLE WARRIOR..17.95 

CHARIOTS OF WRATH..17.95 

CARRIER COMMAND ..16.45 

CHUCKIE EGG 2.14.95 

COLOSSUS CHESS X. ,16.45 

COSMIC PIRATE.14.95 

CRAZY CARS II... 16.45 

DARK SIDE.17.95 

DEJA VU 2. 17.95 

DELUXE SCRABBLE.13.25 

DEMONS WINTER. 17.95 

DOMINATOR. 14.95 

DOUBLE DRAGON.13.25 

DRAGON NINJA.13.25 

DREAM ZONE.16 45 

DUNGEON MASTER.16 45 

ELITE.16.45 

EMMANUELLE.,.14.95 

FI 6 FALCON MISSION DISK.14.95 

F.O.F.T..24.95 

F16 COMBAT PILOT. 16.45 

F16 FALCON. 15.50 

FIREZONE.17.95 

FISH.16,45 

FLIGHT SIMULATOR II.28.95 

FOOTBALL DIRECTOR II.13,25 

FOOTBALL MANAGER II...13.25 

FORGOTTEN WORLDS.14.95 

FRIGHT NIGHT.14.95 

FTBLL MGR 2 EXP KIT.9.99 


JOYSTICKS 


CHEETAH 125 PLUS.. 

6 95 

CHEETAH MACH 1. 

....10.95 

SPEEDKING. 

....10.99 

SPEEDKINGWITH AUTOFIRE. 

.,,,11.99 


ATARI ST SOFTWARE 

GAUNTLET II.14.35 

GOLD RUSH. 17.95 

GRAND MONSTER SLAM.14,95 

GUNSHIP.16.45 

H.A.T.E.14.95 

HAWKEYE.14.95 

HEROES OF THE LANCE.17.95 

HIGH STEEL. 14.95 

HOLLYWOOD POKER PRO.18 75 

HOSTAGES.16.45 

HUMAN KILLING MACHINE....14.95 

JAWS. 14.95 

KENNEDY APPROACH..16.45 

KENNY DALGLEISH MANAGER.14.95 

KICK OFF.. 14.95 

KINGS QUEST IV.28.95 

KING OF CHICAGO.22.95 

KULT. 17.95 

LAST DUEL.14.95 

LEADERBOARD COLLECTION BIRDIE14 95 
LED STORM.14.95 


LICENCE TO KILL... 

.17.95 

LITTLE COMPUTER PEOPLE.. 

.11.99 

LOMBARD RAC RALLY.. 

..16,45 

MANHUNTER .. 

-.,22.95 

MAYDAY SQUAD. 

.14.95 

MASTER SOUND,. 

.20,95 

MICROPHOSE SOCCER. 

.17.95 

MILLENIUM 2,2. 

...17.95 

MIN! OFFICE PROF, CQMMS... 

.17 95 

MINI OFFICE PROF. SPREADSHEET .17.95 

MURDER IN VENICE.. 

.17.95 

NAVY MOVES... 

.14.95 

NEW ZEALAND STORY. 

.14.95 

NIGHT DAWN.. 

.,,.17,95 

OPERATION WOLF... 

.13,25 

ORBITER. 

.17,95 

OUTRUN EUROPA. 

.14,95 

PERSONAL NIGHTMARE. 

.22.95 

PHOBIA... 

.17.95 

PIRATES.... 

.17 95 

POLICE QUEST 2,,.,.,. 

.17.95 

POPULUS. 

.18.75 

FQWERDROME.,..,... 

.17.95 

PREMIER COLLECTION.. 

.22.95 

PRECIOUS METAL. 

.17.95 

PURPLE SATURN DAY. 

.17.95 

COMPETITION PRO 5000.. 

. .12,95 

COMPETITION PRO 500 CLEAR 

.13.95 

COMPETITION PRO 5000 EXTRA.14.95 j 

CRUISER,... 

..a99 

RAM DELTA. 

..,.7.99 

WICO SAT HANDLE. 

. 16.95 


ATARI ST SOFTWARE 

RAFFLES. 14.99 

REAL GHOSTBUSTERS.....17.95 

RED HEAT... 14 95 

RED LIGHTNING.22.95 

RENEGADE 3.14.95 

RICK DANGEROUS.17.95 

ROBOCOP. .13.25 

ROCKET RANGER.17.95 

RUNNING MAN. .17.95 

RUN THE GAUNTLET.14.95 

RVF..17.95 

SAVAGE.17.95 

SLEEPING GODS LIE....17.95 

SORCEROR LORD....17.95 

STEVE DAVIS WORLD SNOOKER.14.95 

STOS.. 22.95 

SILKWORM. 14.95 

SPACE QUEST 3.22.95 

SPHERICAL....14.95 

SPEEDBALL,.,.. 16.45 

STARGLIDER II....16,45 

SUPER SCRAMBLE. 14.95 

TALESPIN.22.95 

TARGHAN.17.95 

TECHNOCOP. 14.35 

TEENAGE QUEEN. 14.95 

TIME SCANNER..14.95 

THE KR1STAL.. 21 .95 

THUNDERBJRDS.17.95 

THUNDERBLADE.14.35 

TIGER ROAD. 14,35 

TIMES OF LORE.............17.95 

TITAN...16.45 

TOTAL ECLIPSE. 17.95 

TRACK SUIT MANAGER .14.95 

TYPHOON THOMPSON. 14.95 

U M S SCENERY DISK 1 OR 2. 9.95 

UNIVERSAL MILITARY SIM.16.45 

US GOLD GIANTS. 22,95 

VIGILANTE..,,.... 11,99 

VINDICATORS.. 14.95 

VOYAGER.....14.95 

WANTED. 14.35 

WAR IN MIDDLE EARTH..14.95 

WEC LE MANS.13.25 

WEIRD DREAMS..16.45 

WICKED.14.95 

XYBOTS.. 14.95 

DISKS, BOXES ETC 

10 X 3.5" DS/DD DISKS. 9.95 

50 CAPACITY DISK STORAGE BOX.0.95 

30 CAPACITY STORAGE BOX. 9.95 

3.5" DRIVE HEAD CLEANER. 6.99 

ST DUST COVER.6.99 


ALL PRICES INCLUDE POSTAGE AND PACKING IN THE UK PLEASE MAKE ALL CHEQUES AND POSTAL 
ORDERS PAYABLE TO WORLWIDE SOFTWARE PRICES ARE CORRECT AT TIME OF GOING TO PRESS E & O E 
FREE LIST OF BIG DISCOUNT OFFERS ON NEWLY-RELEASED SOFTWARE INCLUDED WITH EVERY ORDER 


— STA 28 STA 























































































































































































Bootiful Babe is not so 
much a vertically-scrolling 
shoot 1 em-up, as a vertically- 
crawling dribble’em-up* Yes* 
believe it or not, this is an 
arcade game which stars a 
1 bootiful 1 baby. But I cannot 
make up my mind whether 
the game is highly original 


or just plain sick. This truly 
unique game, which is billed 
as: ’original fun and not an 
alien in sight' deals with the 
everyday hazards in the 
average home which could 
seriously maim a small 
child, and the task is to 
steer the nappy-clad one 


away from harm* 

Like all average homes, 
broken bottles, daggers* 
fags burning in ashtrays, 
are scattered all about in 
baby's path - I think this 
child's parents must be 
Hell’s Angels' The game 
gets off to a crawling pace 
as the infant moves down 
the garden path, and with 
the joystick you must avoid 
broken bottles and wasps 
which are floating in 
bubbles - don't ask me why! 
One touch, and you lose a 
baby life and so you must 
either guide the kiddy 



around the fatal insects or 
burst the bubbles with your 
trusty nappy pin by pressing 
the firebutton. Past more 
bubbles with funny insects 
inside you eventually enter 
the death trap of a home 
where you must stop baby 
from bashing his head 
against walls and avoid hot 
cups of coffee, ashtrays, 
more broken glass, etc. To 
boost baby's energy, there 
are comforts like dummies 
and teddy bears to collect 
and, quite predictably, a 
cute voice synthesis says 
'Mummy 1 in appreciation* 
And so our potty-trained 
hero continues through this 
hazardous environment, 
picking up pieces of glass 
with Its kneecaps and 
grabbing the occasional 
lungful of cigarette smoke 
until the game crawls to an 
end. The only use I can 
think of for this game is for 
expectant parents at 
baby craft classes where 
they can learn about 
household hazards, 



Final Legacy attempts to fight 
a war in the air h on land and 
sea. As the monotonous, 
monotone tune repeats itself, 
ad infinitum, the scenario 
briefs you on the game. 
Piloting the war frigate, 
Legacy, your mission is 
twofold: to infiltrate and 
destroy enemy bases and 
missile sites, and defend your 




GRAPHICS: 34% 
SOUND: 25% 

LASTING APPEAL:25% 
ADDICTIVENESS: 25% 

DIFFICULTY: AVERAGE 
1ST DAY SCORE: N/A 


own cities from launched 
warheads. The level of game- 
play difficulty is measured by 
naval rank, and from Ensign 
through to Fleet Admiral you 
are pitted against a stronger 
and more numerous enemy 
and so you must destroy more 
missile sites and various 
enemy craft. Your plan of 
attack and defence can be 
plotted on the first screen, a 
radar map. This map shows 
the position of enemy missile 
bases and vessel manoeuvres, 
as well as the position of your 
cities and refueling sites. In 
this navigation mode you can 
steer Legacy across the map 
into enemy territory to destroy 
sites and depots, or retreat to 
refuel or defend* 

Enemy warships and 
hunters chase Legacy across 
the map, and you must decide 
how you want to start the 
campaign. The first picture 
icon represents Torpedo and 


the screen shows a view from 
Legacy's helm. Joystick 
control moves and steers the 
ship and aims the weaponry 
sights and pressing the 
firebutton launches a torpedo. 
The battle amounts to seeking 
and destroying enemy vessels 
and dodging retaliatory fire. 
After sending the last enemy 
craft and crew down to Davey 
Jones’s, you return to the map 
screen to select another battle 
mode. Sea-to-land shows a 
satellite-view and using a 
scanner, you must locate 
mobile missile launchers and 
put them out of action, RED 
ALERT... AIR ATTACK! 
Selecting Sea-to-Air points the 


big guns to the sky, and the 
joystick directs a very slow- 
moving cross-hair weaponry 
sight across the sky in search 
of enemy aircraft. 

Instead of concentrating 
and exploring one or two 
modes of warfare in Legacy, 
Paradox have attempted to 
cover three battle stances with 
equal failure. We all like variety 
in game-play, but in this case, 
they have failed to achieve a 
satisfactory standard of 
presentation or game-play in 
any of the modes, and the 
results are somewhat 
disjointed, unattractive and 
generally uninspiring. 
























































Avoiding the damaging flak fired by Sanchez’s hoods, you must lake control of the chopper and 
stop the evil drug haron from escaping in his jeep. Shooting the jeep is the only way to stop it, but 
be careful not to hit one gf the buildings, or it will be "Goodbye, Mr, Bond!' 1 



Although a box office draw for more 
than twenty five years, James Bond 
has yet to star in a computer game 
worth buying , in the past, 007- 
related games have relied entirely 
on the license r and the game-play 
did not bans eoen the slightest 
resemblance to the film. Therefore, 1 
am. pleased to report that Domark‘s 
Licence to kilt, adheres to the actual 
story/me, and Is really quite 
playable. Although it doesn't exact¬ 
ly exploit the larger-than-life char¬ 
acterizations which have always 
been so important in the movies, 
each of the levels offer taxing - 
sometimes a little too difficult - 
game-play. Neither the graphics nor 
the music and sound effects are 
anything to write home about, but 
this is a tough game and ideal for 
the real arcade experts. 


JS 



“After the previous 
Bond game disappoint¬ 
ments, Domark hope to 
make amends with a 
game based on the new 
007 movie, Licence to 
Kill. Will it leave us 
shaken, but not 
stirred?” 


™ mm mm m DOMARK 

Set over six vertically-scrolling stages, 
Licence to Kill has the player out to 
bust a multi-million dollar drugs ring. 
However, what starts off as a routine 
mission turns into a quest for revenge, 
when the evil ring-leader, Sanchez, has 
Bond's old partner and friend Felix 


So far, there hasn't been a really 
good Bond game T and, unfortunate¬ 
ly* Licence to Kill continues this 
trend. However, having said that, it 
is the best of the bunch so far f and 
its vertically-scrolling action is far 
from unplayable . 77te game's fault 
ties in the fact that it is very repeti¬ 
tive, and the action is never quite 
as frantic as in the films , Tiny 
sprites and nicely-detailed vehicles 
wander up the smoothly-scrolling 
play area, shooting other sprites 
and avoiding bullets, but the game 
never gets past uninspiring * In 
addition, the difficulty level is 
extremely varied, ranging from the 
almost impossible second section to 
the simple HGV level. Not a bad 
game, but for ardent Bond fans 
only. 


SM 



(£19.99)m 


Leiter tortured and killed. Throughout 
the game, 007 must use all of his skills 
and resources to the maximum as he 
tracks down Sanchez. Then, and only 
then, will Letters murder be avenged. 

Following the film’s action scenes 
closely, Licence to Kill begins with our 
suave spy chasing Sanchez in a heli¬ 
copter piloted by Felix. Set in the bar¬ 
ren desert area, Cray Cay* Bond must 
swoop down on the escaping Sanchez, 
and pepper the rogue's jeep with bullets 
until It explodes. However, most of the 
drug baron's guards have been alerted 


to the helicopter’s presence, and are 
taking pot-shots from within tiny 
emplacements, so these, too, must be 
taken out. To the right of the action is a 
status screen depicting the ’chopper s 
welfare. With each hit it takes, a dia¬ 
gram of the helicopter flashes, indicat¬ 
ing that It is rapidly weakening, and 
should the flashing become extreme, 
the chopper will explode, costing 007 
one of his fives lives. Once the heli¬ 
copter has reached a certain point, 
James leaps out of the chopper and a 
shoot out between our hero and 



Looking like a 
Commando vari¬ 
ant, the second 
level is made diffi¬ 
cult by the con¬ 
fusing cursor sys¬ 
tem. Positioning 
the cursor can be 
a real pain, and 
can cost you 
valuable health 
points* so per¬ 
haps a more con¬ 
ventional system 
should have been 
used. 


— STA 30 STA — 





































Sanchez's cronies ensues, Using 
stealth and as many bullets as it takes, 
007 must make his way up screen, col¬ 
lecting any of the extra ammunition 
magazines that conveniently adorn the 
area. Aiming 007's shooting is achieved 
by using a revolving cursor, and this 
must be positioned near your intended 
victim, whilst fire then prompts your 
faithful Walther PPK into action. 
Likewise, Sanchez’s men are armed 
and, luckily for them, their firing doesn't 
require such a confusing system, so 
you must duck behind any handy obsta¬ 
cles to avoid their fire. Bond's bullet¬ 
proof vest can withstand up to four 
direct hits, but any more than that and 
another life is lost. 

Up, up, and away again now, as 
James once again takes to the skies - 
this time in a dangerous attempt to 
board Sanchez's Cuba-bound jet. With 
Felix flying his trusty helicopter, Bond is 
out on a limb, dangling precariously on 
a rope below. Controlling the ’chopper, 
the player must position it so that 007 
can jump onto the airborne plane. When 
you are sufficiently happy with Bond's 
position, pressing fire attempt a jump, 
but only when it is perfectly safe, will 
the dapper agent jump. 

By now in the film, Felix is a goner, 
and the action becomes water-based, as 
James dons a wet suit and sets about 
smashing the drugs 'drop'. As expected, 
the drop is heavily guarded, but the 
heavies can't see 007 if he is underwa¬ 
ter, so he can use this to his advantage 
to sneak up on them. However, Bond 
cannot simply stay underwater, as his 
oxygen supply is very limited, so he 
must keep resurfacing to refill it. When 
above water, Bond wilt be shot at by the 
boat-using criminals, and attacked by 
groups of divers. Gsing only a knife to 
kill his assailants, 007 then appears 
behind the plane that is dropping the 
drugs in its wake, and must latch onto it 
with his harpoon. As soon as you are 
using the escaping plane to tow you to 
safety, Sanchez's cronies give chase in 
catamarans and must be avoided by 
weaving from left to right. 



GRAPHICS: 59% 
SOUND: 55% 


LASTING APPEAL: 63% 
ADDICTIVENESS: 66% 


DIFFICULTY: HARD 
1ST DAY SCORE: 9000 


FeEiy guides James towards Sanchez's Cuba-bound plane. Wiih Bond hanging from a rope below the 
chopper, Felix must position the swinging secret agent over the cockpit of the plane, allowing him to 
board ft. If 007 successfully enters the plane, then Felix can tow it away, leaving Bond to parachute 
to the next stage using his typically patriotic 'chute. 



Having successfully wiped out 
Sanchez's drugs factory, all that 
remains is to catch the fleeing criminal 
- and avenge poor Felix. Sanchez is 
heading for the safety of the border in a 
huge drug-towing eighteen-wheel HGV, 
so James boards a plane and prepares 
to hijack one of the escorting lorries. By 
positioning the plane directly above the 
lorry, James must then clamber into the 
lorry and ram all of Sanchez’s escorts 
off the road with it. As in the first sec¬ 
tion, a diagram indicates the state of 
the truck, and this is rapidly worsened 
by the bullet-firing jeeps that are 
accompanying the convoy. Sanchez will 
only be defeated if all of the lorries and 
jeeps are rammed, and all the time the 
convoy is getting nearer and nearer the 
border.,. 


Big film licences seem to be two-a» 
penny these days. Unfortunately, 
this one isn '£ too good. Packaged in 
an easily broken plastic case, 
L/cence to Kill is slickly presented. 
Indeed, the six individual scenes 
sound very tempting. The graphics 
are of a high calibre, attention to 
detail being very good. The sound, 
too, is very complimentary, the 
spot effects letting the side down 
slightly. However, as with other 
games of this iik, licence to Kill 
just doesn't have that certain 
playability. Control over 007 is 
often awkward, the gun fight scene 
being a prime example. 


NC 



mat 



In a similar way to the third stage, positioning your plane so that Bond can enter the HGV is a matter 
of moving the plane so that it is covering the vehicle's cabin. A cursor appears, and pressing fire 
causes 007 to enter the forry - leaving the plane to fly off. Now, you must simply run the other vehi¬ 
cles off the road, avoiding their fire and making sure none survive. 
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DIFFICULTY: AVE/HARD 
1ST DAY SCORE: N/A 



The heat is on in the Sahara Desert, for 
a gruelling five stage dirt-track race 
from Tunis to Dakar The race takes all¬ 
comers in all types of vehicles, ranging 
from jeeps to camper vans. But thank¬ 
fully, you drive the sort of vehicle which 
is best equipped for such a race, a 4- 
wheel drive dirt-terrain cart. You are 
whisked away to the Sahara dunes, 
swept clean daily by the Scirroco winds, 
where your mechanics are fine tuning 
the Tomahawk. This gives you ample 
opportunity to peruse the accompany¬ 
ing map - lets just hope the route was¬ 
n't mapped out by Mark Thatched The 
map shows the route snaking from 

/ have always thought that full¬ 
screen scrolling , rear-view car race 
would lend itself to a deserf. Mad 
Max-style, car racing game, so / 
had high expectations of African 
Raiders, in its favour, the scrolling 
across the deserf is suitably effec¬ 
tive and control over the car is 
responsive. Cosmetically t the \ 
sound effects are OK’ish and there 
is some nice animation * But there 
are as many aspect to the game’s 
detriment For example, the bar¬ 
rels which tine the route are too 
narrow, the lack of intelligence in 
the computer-controlled compete ; 
tors and the absence of a two-play¬ 
er option is unforgivable, as this 
brings the best out of the worst car 
racing programs. This is a relative¬ 
ly enjoyable racing game which 
could be improved on consider- 

JS 



"/ once travelled, by jeep, from Hammamet, 
across the Sahara, to the Trogladite caves... it 
was the most unpleasant journey of my life! Can 
Tomahawk make a hot and dusty desert race 
seem appealing?" 

AFRICAN RAIDERS 

— — TOMAHAWK (£19.95)— — — « « — 

Yet another rear-oieto car racing game, with the only difference being a desert 
venue instead of the usual race track * Control over the vehicle is somewhat 
dodgy, to say the least, and trying to tueauc inside those pesky barrels is darn 
near impossible. The other competitors in the race mosey a long in the most inap¬ 
propriate vehicles such as; dormobiles t and they really don’t offer any competi¬ 
tion , The absense of a two-player option is also an unforgivable oversight in a car 
race game. There are dozens of car race games, and African Raiders promised 
something different Unfortunately, it fails to deliver. 

SM 


Tunis to Dakar and pinpoints such 
desert-related features and hazards as; 
oilfields, Nomadic Settlements and 
wrecked cars. 

Your cart roars to the start line 
where the other competitors are already 
positioned For the race. The other cars 
race off in a swirl of desert dust, and 
pushing forward on the joystick puts 
the pedal to the metal and the big 
wheels struggle to get a purchase on 
the sand. Incredibly, the entire route is 
lined by old oil barrels, an unenviable 
task for the poor race marshals, consid¬ 
ering the distance between Tunis and 
Dakar, The race is viewed from the 
now-traditional and widely-used com¬ 
puter car racing view, which shows the 
rear-view of the vehicle that you are in 
control of. As described, pushing the 
joystick forward accelerates, and so 
naturally, pulling back, brakes and left 
and right steers the car. 

Instrumentation is simplistic, com¬ 


prising speedometer milometer, fuel 
gauge and electronic compass. The 
most difficult part of the race is trying 
to steer the car in between the oil bar¬ 
rels which line the snaking route. But 
more experienced drivers can gain a big 
advantage by leaving the confines of 
the marshalled route and chancing the 
hazardous cross country route. Using 
the map, you can plot a cross-desert 
route to the stage checkpoints in order 
to refuel. 

Leaving the marshalled route is a 
big risk as the unchartered desert is 
fraught with swamps, quick sand and 
wrecked vehicles, half buried by sand, 
are testament to this treacherous and 
merciless terrain. The race goes on and 
on... and on, as you inch your way to 
Dakar - rejoining the route to get your 
bearings then tearing across the dunes 
to get the advantage. The only thing 
driving you on is the prize money, a 
bath and a cold beer in Dakar, |<t^| 



African Raiders uses the traditional rear view racing perspective. 
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01*995 3652 
0525 371884 



PRICE PROMISE 

If you wish to purchase any product from our list and 
find that you can buy the same product cheaper from 
another mail order company, simply enclose the lower 
amount, stating the name of the other company and 
where you saw the advert (it must be a current issue). 
Price Promise does not apply to other companies 
*'Special Offers". 
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01*567 7621 
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OUR PRICE SAVING 


OUR PRICE SAVING 


OUR PRICE SAVING 


OUR PRICE SAVING 


Alternate Reality 
Archipheligos 
Balance of 
Power 1630 

Banlehawks1942 
Blo-ChsJiengs 
Blood Money 
Blood wych 
Dark Side 
OeJa Vu H 
Dragon Ninja 
RS Combat Pilot 
Forgotten Worlds 
Gold Rush 

Grand Monster Slam 
Grid Runner 
Hostages 

Journey to the 
Centre of The Earth 
Kick Off 

Looking for Lova 

Manhuntenn 
New York 

Micro prose Soccer 
Millenium 2.2 
Navy Moves 
Pa eland 
Pacmania 
Personal 
Nightmares 
Phobia 
Populus 

Real Ghostbustors 

Ringside 

RoboCop 

Run the Gauntlet 

Shinobi 

SK Week 

Sleeping Gods Lie 


Teenage Queen 
Time Scanner 
Typhoon Thompson 
Vigilante 
Voyager 

War In Middle Earth 
Xenon ll-Megeblast 
Zak McKracken 


Action Service 
Alien Syndrome 
American Pool 
Annals of Rome 
Backlash 
Bermuda Project 
B till arils 
Brian Clough s 
Football Fortunes 



5 STAR GAMES 
ONLY £14.99 

End tiro Racer + Wizball f Barbarian ■ 
Rampage + Crazy Cars 


PREMIER COLLECTION 
ONLY £18.99 

Nebulus + Exolon + 
Netherworld + Zynaps 


PRECIOUS METAL 
ONLY £14.99 

Captain Blood + Super Hang On + 


COMPUTER HITS 
ONLY £14.99 

Deep Space + Hacker II + 
tittle Cam puter People + Brateccas 


COMPUTER KITS II 
ONLY £9.99 

Tetris * Tracker + Joe Blade + 
Tau Ceti 


FRENCH CONNECTION 
ONLY £11.99 

Ca ptain Blood + Get Dexter II4 
Spidertronic 


Captains Blood 
Casino Roulette 
Chamonix Challenge 
Crash Garra4l 
Crazy cars 
Crazy Cars U 
Elemental 
Elimentfll 
Eliminator 
Espionage 
Fernandez Must Die 

Fundog Frozen 
Legacies 

F15 Strike Eagle 
Garfield 
Get Dexter II 
Hot Bali 
Kill Dozer 
Leader board 

leather Goddess 
of Photos 

Mindshadow 
Moon Mist 

Not a Penny More 
Not a Penny Less 

Outrun 

Passen ger On 
The Wind II 

Peter Beardsleys 
Planet Fall 
Purple Saturn Days 
Soldier of Light 
Spidertronic 
Spitfire 40 
Spy Vs Spy 
Suspect 
T.N.T. 

Wanted 
Zero Gravity 
Zynaps 
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| Type of computer_ 
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Please make cheques or postal orders payable to BARGAIN SOFTWARE 
Price includes P&P within the U K. Europe please add El .00 per disc. Elsewhere please add £1.50 extra per disk 






































































































"Now's your chance to practise your James Cagney voice and call every¬ 
one a 'doidy rat', as you tackle Cinemaware's 1040-only epic, 

The King of Chicago..." 


CINAMAWARE/MIRRORSOFT (£24.95) 



The year is 1934, and the biggest vil¬ 
lain of the decade, A1 Capone, has just 
been banged up on charges of tax 
fraud, and this leaves the windy city of 
Chicago wide open for a new 'boss*. 
The city is split into four different terri¬ 
tories, each governed by a different 
mobster, and the only way a would-be 
chief will take control over Chicago is 
by gaining control of all four areas. 
Although there are four bosses, only 
the north and south-siders are reck- 



The key to grasping control of the west side comes in the shape of a Burl Reynolds Look-alike, Major 
Alderman Burke. Although he is a Burke by name, don't think he is one by nature. Flatter the guy's 
ego and increase the funds for his campaigns, and the west is yours. 


This is Pinky's main menu screen, from where 
he can balance the books, visit Lola, or attempt 
to take over a side 


oned to be promising contenders. The 
north-side is controlled by 'The Old 
Man', an ageing criminal whose reputa¬ 
tion is waning; whilst the south-siders 
cower under the reign of Tony Santucci, 
a guy who would kill his Grandmother 
just to keep his trigger finger supple. 

You assume the role of a newcomer 
to the business, Pinky Malone, and, by 
using whatever methods you deem nec¬ 
essary, you must first remove the Old 
Man from his post and then gain control 


"Did you spill my pint? 1 '. No, of 
course you didn't, these are the 
1930’s, the era of prohibition. 
Ctnemaware s latest ST offering p 
King of Chicago, has arrived. The 
actual gameplay reminded me of 
those role-playing books in which 
you choose your move and, 
depending on i/our circumstances, 
the outcome is given. The game’s 
disk accessing proved to be eery 
tedious, the pauses accompanied 
by some rather tinny music. On 
the other hand , the game's graph¬ 
ics are ujetf presented and the ani¬ 
mation of the character’s faces 
help give the game that added 
’film 1 feeling. Ultimately, King of 
Chicago is a good game that 
should appeal to most gamesters. 
Pity there’s no 520 version. 

JS 


of each quarter before Santucci does - 
thus becoming the King of Chicago, To 
begin with, Pinky Malone is a nobody. 
Apart from a gang of loyal hoods, he 
runs a small business which is over¬ 
looked by the Old Man. Pinky, however, 


King of Chicago has been a long 
time in the making but, at last. 
It’s here , Unlike Cinemaware’s 
other ST games King of Chicago 
does actually feel as though it's a 
film. Much of the action hinges on 
whether you choose the correct 
speech bubbles and, as a result, 
the game is not too difficult to 
complete. The graphics look some¬ 
what dated t but i guess that’s in 
keeping with the era. However, 
something that really annoyed me 
Was the disk accessing time. 
Although not completely killing 
the game r the long waits do 
detract from the action t But , per¬ 
haps the biggest problem with the 
game is the fact that it will only 
work on 1040 STs. 


NC 
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If Santucci gets worried about your progress, he contracts a weasly little hit-man to finish you off, 



With its facfc of player participa - 
tion r King of Chicago comes as a 
real disappointment . There are just 
too many hands-off sequnces, and 
this means that there is a lot of 
waiting around between decisions. 
Not only is there very little for the 
player to do, but the disk accessing 
between screens is too frequent. 
Granted, a game like this is oery 
complex, but surely Cine maw are 
could haue made it a little more 
user-friendly, perhaps by having a 
big load every now and then 
instead of lots of irritating little 
ones. The occasional arcade 
sequences are nice, but there is 
nothing really for me to recom¬ 
mend. 

SM 



has visions of replacing the Old Man, 
but first he must gain support from 
within the mob, Most notable of the Old 
Man's colleagues is a bald guy called 
Ben. This bloke is as shrewd as he is 
hairless, and will be a tough cookie to 



get on your side. However, if enough 
money Is offered, he may just help you 
get rid of the Old Man. Once Ben’s alle¬ 
giance is gained, and you are in control 
of the north-siders, your reign of terror 
and conquest can begin. 

Controlling the north side is quite a 
responsibility, and Pinky must perform 



LASTING APPEAL: 58% 
ADDICTIVENESS: 56% 


DIFFICULTY: AVERAGE 
1ST DAY SCORE: N/A 


important tasks, such as balancing the 
books and making sure his area is prof¬ 
itable. All of his financial planning is 
done on a ledger screen, and from here 
he can add more hoodlums to the pay¬ 
roll, close down unprofitable business¬ 
es, and increase the funds of any 
money-making schemes. Great care 
and attention must be taken with the 
books, because if unrest sets in 
because your hoods don't think they 
earn enough, you may have a rebellion 
on your hands. Likewise, if your compa¬ 
nies lose money, da boys will think you 
are soft, and opt to replace you. Every 
mob leader must have a moll, and yours 
comes in the shapely form of the blood¬ 
sucking Lola, Like da boys, she expects 
a decent salary for always being at your 
side, and it is best to pander to her 
whims as she wouldn't think twice 
about going over to Santucci with all 
the information she knows. Additionally, 
whenever you visit Lola, no matter how 
bitchy she is, it is best not to retaliate. 
As soon as you are in power, it is 
best to start attacking the other quar- 



Before Pinky can become King Of Chicago, first he must gain control of the north side. Ben is a key 
figure in his plans, as both of you think the old man is weak and useless. Don't plug the old man 
whatever you do, but hear him out then force him to resign in front of da boys. 


ters. These attacks can either mean a 
bombing run on a traitor in your quar¬ 
ter; a trip into someone else’s territory 
for an assassination; or a street-based 
gun fight - complete with gangsters' 
cars roaring up and down, guns blazing. 
Each of these attacks is a separate 
sub-game requiring accurate shooting 
or bombing, and if you fail, then once 
again, you will sink in da boys' estima¬ 
tions. As your power and reputation 
grow, Ben will advise you when to 
attack the neighbouring territories, AH 
of Pinky's decisions are made using a 
multiple-choice menu system, and 
these offer the chance to either follow 
Ben’s usually wise advice or take a 
gamble. Meanwhile, though, Tony 
Santucci is getting worried that you are 
getting too strong, and he may send out 
a hitman who only you can deal with. If 
you fail to plug the guy before he gets 
you, then the only person who will shed 
a tear for a punk like you, is your grey- 
haired ol r mom, who insists you're not a 
bad lad at heart.j^T Jlh 
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GRAPHICS: 53% 
SOUND: 40% 


LASTING APPEAL: 42% 
ADDICTIVENESS; 56% 

DIFFICULTY: AVERAGE 
1ST DAY SCORE: N/A 


After ten minutes Xeno bashing you can return 
to the mothership for a cup of tee and a slice of 
cake. 



In this rather belated sequel, you are 
asked to cast your mind back two 
years, to the release of the original 
Skyfox and: 'recall your academy 
lessons'. Once again you must pilot a 
Skyfox warplane and drive those 
darned Xenomorph nuisances out of 
Federation territory. The presentation 
of this no-fuss-and-nonsense 
shoot'em-up is first-person perspec¬ 
tive, cockpit-view, and there’s a con¬ 
stant supply of 3D, solid-graphic, 
enemy craft and asteroids to blast 
with your trusty laser. There are ten 
scenarios which contain different 
aspects of the battle against the foe 
which begins with the Xenomorph 


Skyfox H is certainly an improve¬ 
ment on the original, hut this is a 
game which has its limitations. 
First of all, shoot 'em -ups of today 
are illustrious affairs with the digi¬ 
tized music and explosive sound 
effects an integral part of the 
game-play , and this is where this 
game is seriously lacking. The 
Skyfox vessel sounds more like a 
wasp in a Cofce tin than a rocket- 
propelted assault craft, and the 
laser makes a pathetic r PYOING 1 
noise. The graphics are quite nice 
hut nothing special and the game- 
play is laborious and repetitive. 
Rather 6/and - there are better 
shoot'em-ups aroundf 

JS 



"Once again, those naughty Xenomorphs are 
plotting to subjugate the Cygnus system, which 
is a bit close to home for my liking." 

SKYFOX II 


ELECTRONIC ARTS (£9.95) 


Unlike the majority, f actually quite liked the ST version of Skyfox. Unfortunately f 
t cannot say the same about this below-auerage segue/. AH of the top-quality pre¬ 
sentation and options of the original have been retained T but somewhere along the 
line the gameplay has been, lost* Although there are about a dozen missions 
offered f for the most part these involve avoiding asteroids and shooting mother- 
ships with what looks to be a retractable barber's pole - not exactty the stuff clas¬ 
sics are made op Although it is only a tenner, there is not enough variety or 
gameplay in Skyfox to warrant euen that. 


SM 


uprising and culminates in thwarting 
the Xeno f s last-ditch assault* You can 
choose to play any level in any order, 
which I suppose is a bonus, Eager for 
action, I plumbed for the level simply 
called 'War!' 

The enemy has officially declared 
war, and a huge invasion force has 
been mobilized against the 
Federation. The big steel door on the 
mothership slides open and Skyfox 
glides into the darkness and acceler¬ 
ates away. A radar shows your posi¬ 
tion and, just ahead, a throng of 
enemy craft are closing in. Suddenly, 
an asteroid belt pelts the fuselage 
and, quickly, you must dodge the 
rocks before the craft sustains 
irreparable damage* The first of the 
enemy vessels emerges out of the 
darkness and centering your weapon¬ 
ry sights on the craft and pressing 
the firebutton sends a woosh of red 


laser hurtling towards the craft* 
Suddenly you are surrounded by 
Xeno craft which dodge and weave 
through the asteroids - why do aster¬ 
oids always travel in the opposite 
direction to you in these games? You 
could choose any of the levels to get 
a fairly complete representation of 
the game, which amounts to dodging 
the rocks and Xeno fire and retaliat¬ 
ing. Finally, if you complete the mis¬ 
sion, the mothership appears and you 
must guide Skyfox towards it and 
dock. The Cygness system has so- 
called ‘astrophysical anomalies’ or 
'wormholes', and if you enter these 
blackholes you are transported to 
another part of the solar system to 
take on more Xenos. 
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targhan makes blood spurt from one of the Trolls that inhabits the Sky City. 



"French software house, Silmarils, under the 
wing of Gainstar .; offer you the chance to don a 
leather loin-cloth, wield a sword and send a few 
demons to the hereafter..." 


TARGHAN 


_ h GA in STAR (£19.95) 


Written by Silmarils, who previously 
wrote the anti-drugs beatem-up, 
Manhattan Dealers, Targhan is a hack- 
'n'slay game set in a mystical kingdom 
From what I can decipher from the 
French instructions, the kingdom has 
been overrun by an evil Warlock who 
has now holed himself up in a moun- 
taimtop castle, and Targhan is the last 
hope for his downtrodden people. So, 
sword in hand, he must battle his way 
through the kingdom, fighting any of 
the Warlock’s henchmen and making 
use of any objects he may find. 



/STA\ 

Rating 


GRAPHICS: 55% 
SOUND: 65% 

LASTING APPEAL: 51% 
ADDICTIVENESS: 54% 


DIFFICULTY: AVE/HARD 
1ST DAY SCORE: N/A 


The kingdom is depicted as a 
sprawling flick-screen land, and 
Targhan 1 s travels will take him through 
forests, tree-top cities, and dark tun¬ 
nels, before he finally reaches the cas¬ 
tle. Beginning in the forest, there is a 
brief respite where the player can 
acquaint himself with the controls. By 
using the various directional controls 
and fire, Targhan can be made to per¬ 
form high and low chops, and an espe¬ 
cially good move that incorporates a 
sword block as well as a kick to the 
opponent's stomach. In addition to 
Targhan's offensive capabilities, simply 
using the joystick directions without 
pressing the Firebutton results in our 
bronzed hero performing a number of 
jumps and dodges. Moving right from 
the starting screen, our hero is con¬ 
fronted by a female archer who almost 
immediately fires an arrow at Targhan. 
He must either leap over the oncoming 
weapon or duck beneath it T because if it 
hits him, it will reduce his energy, 
Targhan’s life force is shown as a bar 
directly underneath the main playing 
area. With every hit he receives, the bar 
is reduced and, should it expire, his 
quest is over. Entering combat is simply 
a matter of walking up to the enemy 
and hitting them with your sword. Each 
opponent requires a set number of hits 
before dying, and their retaliation saps 
your strength rapidly. When the enemy 
has finally sustained too many hits, 
though, they will fail to the floor, turning 
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At the moment r the ST is lacking a 
really good hack'n'slay game * 77ie 
8-bits have conversions of the 
excellent Tarto com-op r ffastan, and 
the Amiga has the graphically 
impressive Sword of Sodan, so 
why isn't there a decent one avail¬ 
able for our beloved Ataris? 
Targhan f Tm afraid r just doesn't 
make the grade. First off Lite con¬ 
trol over the main character is 
sluggish and, secondly, the all- 
important fights with the enemy 
require more luck than judgement, 
Targhan has both nice graphics 
and sound, but the faults men¬ 
tioned just ruined the game for me 
totally. 

SM 


I quite enjoyed the last Silmarils 
game that / played. Targhan, too, 
features eye-catching graphics and 
some rather nice sound. Hou>ever f 
the controls of the main character 
are often awkward and unforgiv¬ 
ing. I found trying to pick things 
up was a real headache as it 
required near pixel-perfect position¬ 
ing. The game's appeal was also 
lost as a very long wait teas 
encountered when my warrior 
died; the disk swapping and seem¬ 
ingly endless pause soon killed 
any incentive / had to play the 
game. To sum up, Targhan is yet 
another addition to the Barbarian 
school of games; unfortunately it is 
one that has been tet down by one 
or £teo minor irritations. 

JS 


into a skeletons as they do so. 

To aid you in your quest across the 
kingdom, useful items will be scattered 
throughout the land. These can range 
from torches to extra weapons, and 
should always be picked up as they may 
prove invaluable as you progress - in 
fact, it is impossible for Targhan to 
make his way through the catacombs 
without a torch, so it is better to be 
safe than sorry. Targhan can carry up to 
six items, and these are accessible at 
any time by pressing the relevant 'F' 

ke >' s - ista 



The upper and lower levels are accessed via the 
connecting ropes. This sequence features some 
excellent animation, as our bronzed hero swings 
up and down the ropes. 


















In search of Tweeztes, Cap! Crumble must be steered carefully through a strange variety of environments, 
but one touch from any adversary or the surroundings results in the loss of a life. 



"There’s one noticeable absentee at the Cannes film 
festival this year: the star of classics like Crumble 
Crisis and Space Lobsters, Captain Crumble." 


RED RAT (£19.95) 


in this tenacious little game, our 
endearing hero, Captain Crumble, 
must be moved through a wide vari¬ 
ety of environments ridding the 
timegates of naughty Teezles. A full 
description of a Teezle is forthcoming 
when you open an accompanying 
envelope which contains a yellow bal¬ 
loon with a face on it and cardboard 
feet. After getting whatever enjoy¬ 
ment one can out of a balloon and a 
pair of cardboard feet, you can turn 
your attention to this tricky little 
game. 

The first timegate is set in the 
Castle of Terror, and what with the 
obligatory skulls and ghosts it's jolly 
scary. Dressed In a space suit and 
with a jetpack strapped to his back, 
the joystick moves and steers 
Crumble, and pressing the firebutton 
lights the jetpack which sends him 
hovering. A picture of Pob above a 
fireplace marks the entrance to the 
castle and you must carefully move 
Crumble through corridors and down 
staircases in search of keys, Teezles 
and their eggs, as well as Shards 
which can either endow Crumble with 


helpful powers, such as invulnerability 
and super-speed, or hinder him with 
reversed joystick controls. Avoiding a 
variety of spooks such as hammering 
skulls, ghosts and skeletons, you 
must move through secret passage¬ 
ways, avoiding contact with all adver¬ 
saries as well as walls, furniture and 
stairs. In fact, the only ground 
Crumble safely can walk or land on is 
marked by a coloured strip. 

Through a secret passage you 
enter the castie dungeons where the 
game-play is much the same. But the 
adversaries change to rats, snakes, 
bats and spiders. Next, a sub-game 
between timegates offers some vari¬ 
ety, and Crumble must blast hts way 
through space debris to the next level 
- the jungle scene. This time, the haz¬ 
ards are various jungle-dwelling ani¬ 
mals and plants and the occasional 
swinging Tarzan, but the search for 
those devious Tweezles continues, 
Then yet another bout of space-waste 
clearance leads to the final timegate 
which is set within the mo on wo rid of 
Pluto. In this level, you must be on 
the lookout for batteries to boost 
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Red Rat's Time Runner is just one 
of those games, i wasn't really 
bothered by it, but at the same time 
/ found myself compelled to beat it 
The sound and graphics are noth¬ 
ing extraordinary, and even the 
actual gameplay becomes tiresome 
after a The collision detec- 

tion is questionable and f at times, 
annoying. Despite its shortcomings 
/ found myself reloading the game 
just to see how far further i could 
manage. Overall, Time Runner is at 
best an average game, but certainly 
one that has to be played a lot to be 
fully appreciated. 

NC 



Time Runner is very typical of the 
'one-touch-and-you're-snuffed* 
multi-level games which were so 
prolific in the eight-bit market. 
Nevertheless, it is a tried and trust¬ 
ed formula which has proved very 
popular. While not exactly stretch¬ 
ing the capabilities of sixteen-bit 
nor demonstrating any originality r 
this is a tenacious and often infuri¬ 
ating little game. The graphics are 
just adequate, but there are a cou¬ 
ple of nice touches such as, the ani¬ 
mation of the monkeys and swing¬ 
ing Tarzan in the jungle scene. But 
the tight, unforgiving and nitpick¬ 
ing game-play is more an annoy¬ 
ance than a challenge. 


your power, and wire cutters to gain 
entrance to fenced-off areas. A vari¬ 
ety of alien creatures float and crawl 
about the screen and small labyrinthi- 
an caverns with dripping molten Java 
make this a tricky final level. Finally, 
you reach a mothership, but what's 

inside? lsrai 




LASTING APPEAL: 56% 
ADDICTIVENESS: 53% 


DIFFICULTY: AVE/HARD 
7 ST DAY SCORE: N/A 


GRAPHICS: 50% 
SOUND: 55% 

































All prices include VAT and Delivery 


AATARf Hardware Offers 


520 STFM POWER PACK 

Amazing value, all-new special ST packaga from Alari I Includes 520STFM with 1MEG drive, 
joystick, trujuse. user guide, 5 disks o' public domain software, plus an Incredible selection 
□I chart-topping software worth over £5001 Software included is: 

R-Tra Pacmaota Out Run Nebuhs *1/ a 

Afierbumer Slarglktat Bmfcuza! Staigooss a a 


Afterburner Slarglidar Bwitmal Statgoose 

Double Dragon Super Huey Xenon First Music 

Super hangort Eliminator Gaurttet II First Base 

Space Hamer Predator Stack Lamp Oigamser 

Ovurtonder Bomfijeck Starray 


£ £359.oo 

only Inc VAT 4 delivery 


520 STFM 


^LJPEFt 


PACK 


Fantastic value package, includes 520STFM with 1Mb drive, over £520 worth of software, 
joystick, mouse, user guide and & disks of Public Domain Software. Software includes : 

MS'" ^SameOOHQ „„ 

Martte Madness Test DrVe Flying Shark . . V <€ I Vf flfi 

M™?. SHJ&T OSE price! Lu I9«UU 

& asnu onl Y Inc VAT & delivery 

Chopper X 
Ikarf Warners 


Sttroltier II 
SermraL 
Tret DrVe 

sm 

Xanon 
WlzfaSJ 
Seconds Out 
Zynaps 


Tracker » _ 

wru# , Sams 

Flybg Shark , 

fianarama DffC© J 
Siarguake r * 9 

G&nees tynlv 

Black UUto WHY 
Thruet 

Organiser Bu&xieia Oma/e 


1040 STFM 

With 1 Mb drive, 

1 Mb FLAM, plus 
built-in TV modulator 

£ 399.00 

With mono monitor 

£ 509.00 


1040 STFM 
SUPER PACK 

Includes all extras supplied with 
52.Q super, super pack' 

£ 419.00 

With mono monitor 

£ 529.00 


1040 STFM 
HYPER PACK 

Ins. -Hyper Palm’, -Hyper Drew 
‘First BASIC- plus -O^anlsar lor 

£ 429.00 

With more monitor 

£ 539.00 


520STFM with built-in TV modulator and 1 MEG Internal drive.£269*00 

520STFM 1 MEG internal drive upgrade kit with full Instructions .... £74.95 

520 STFM 1 MEG memory uprade kit, requires soldering ...».. EB9.0D 

520 STFM 1 MEG memory upgrade fitted by us...- EjMS-OO 

■Super pack software 1 21 Games etc., as supplied by Atari ~£60.00 

MegaSTI with mono monitor......-««.—* 

Mega 5T2 with mono monitor...-.*f™22 

Mega ST4 with mono monitor..... 

5M124 monochrome monitor ...«»»..... 

SOI 224 colour monitor.........*.—.. E2/9.UU 

SLM804 laser printer ....... £ l,2S + 22 

Megafile 30Mb hard disk, new low price ......-.- ™9.0U 

Megafile 60Mb hard disk...*.......*. . 

Vortex HD plus 40Mb hard disk ...♦...... 

Triangle Turbo harddisk 20 MB..*..**■ ^79.00 

Triangle Turbo hard disk 40MB .*. -»■■■*”£669,00 

5.25" External 40/80 track switchable floppy drive (360/720K) 
with its own power supply. IBM. compatible ..*.. £119.95 


f IMAGE SCANNERS & VIDEO DIGITISERS ; 


Kempston DflftTAscan high quality 105mm wide handy scanner 
digitising at 200dpi two-tone or with 2/4/8/16 greyscales ........ E2G9.0Q 

Vldi-ST 16-tone video frame grabber Inc, digitising software ..... £9 5 .00 


MONITORS & ACCESSORIES 


Philips CM8633 colour monitor with ST cable ..* 22 

Philips GMee52 as above, higher resolution .£259.00 

tTT CP3228 16.5" remote Ctrl TV/Monitor, with ST cable ..£229,00 

Py© 1165 15" FST TV/Monitor with Teletext, remote control 

and ST cable.-..--™ 

philips TV Tuner AV73Q0, for monitors with composite input.£74,95 


OTHER ACCESSORIES 


Pace Linnet Modem Pack (inc, coble & software).*...- £179,00 

Kempston Mouse, high resolution & good quality replacement.£28.95 

STF/STFM Joystick & Mouse accessibility extension adapter.£ 4.95 


All our ST hardware prices include mouse, user guide etc.. PLUS 5 
disks of public domain software including Neochrome' graphics 
utility. First Word wordprocessor. games, demos & utilities. 


A Top Quality 2nd Drive for the ST 
..... at a price that makes sense! 

Fully featured, fully compatible 
ST drive available NOW 
tojat an ultra low price 



An external 
2nd drive for the 
Atari ST at an ultra low 
price - complete with its own plug-in external power 
supply) Based around a top quality Citizen driva 
mechanism, this drive gives the full 72GK formatted 
capacity. Quiet in operation, naat slimline design, 
colour matched to the ST, with a long connection 
cable for location left or right of the computer. 


EVEN 

LOWER 

PRICE! 

£79.95 

including VAT 
and delivery - 
Why pay more? 


■^1 
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V 
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MOW 
AVAILABLE! 


_ _ _ f-r~p ULTIMATE 

i bCTOi?^ 

W ■% UTILITIES 

+ SOFTWARE BACKUP Incorporating tuifco nlbbter 

Version 5 backup incorporates a very fast and powerful 
menu-driven backup utility. Makes use of all available 
drives and memory. 

* 80 SOFTWARE BACKUP PARAMETERS 

Now with 80 individual parameters to backup and 
de-proteci even the toughest of prelection schemes! 

+ FAST BACKUP VERSION 2 

Will backup a non-protected disk very speedily, using 
■File Allocation Copy 1 techniques. 

* EXTERNAL DRIVE BOOT 

Allows many programs to startup from drive B. 

* ORGANISER ACCESSORY 

Providing extremely useful disk management commands 
under on© desktop-based accessory, including 
FORMAT. RENAME, DELETE etc. 

+ SPECIAL FORMATTERS 

Increase your 3,5" disk user storage capacity by up to 
25% and improve access speed by up to 30% with these 
two new disk formatters provided l 

* RAMDISK and SET" DATc/TIME accessories. 

4 plus UNDELETE, DISK ANALYSIS, UNFORMAT 
DISK SPEED CHECK and much more ! 


Only £28.95- 


.Existing users - upgrade your. 
Dlsector ST disk for only £795 


All prices include VAT'delivery & cable 




pi 


VJu liSO find recoiTimentJ Star pnnlprs 
since ihey oirtn .in uiibe&tabi? c.o-m- 
Bination ai rc^nttiros, pnni quiih.ty. rcfki- 
UiltLy anti urHue. Make iho sensible 
in - t]d i| rtghl wilha Slarprinlor 
special- all in. prices^_ 


3.5" Disks 


10 Bulk packed DS/DD S.S 1 ' disks 

with labels, fully guaranteed . £11.95 

25 bulk disks as above.*.. £27.95 

10 disks as above with plastic case ..£13,95 

25 disks as above, with 40 capacity 

lockabie storage unit.. £34,95 

Kodak DS/DD 3.5" disks, top quality 
storage media. Box of 10 ..... £17.95 


How to order from 


ESmSitfSI I 



Phone us with your 
ACCESS or VISA 
card details on: 
S 1 0386-765500 


Hugely successful 9 pin printer, the Siar , o h oq An 

LC10 provides 4 NLQ fonts (96 print %jniy tlua.vU 

csmbinalions] at 36cps and I44cp$ draft. Colour version also available. 
Includes 4K buffer and IBM. f parallel inter- /^nlu COOQ 

face, front panel operation, plus paper Willy 
parkJng r allowing single sheets to be used Prices Include 2 extra 

without removing tractor paper. block ribbons trae of charge. 


Star LC24-10 feature-packed multifont 24pin printed...£319.00 

Star MB24-10 24 pin, inc. cut sheet feeder + 2 extra ribbons ....£499.00 

Star NX-15 budget wide carriage printer ......E329.00 

Star NB24-15 wide version of NB24-10, Inc. cut sheet feeder ..£649,00 

Panasonic KXP1091 reliable + sturdy Spin 10" printer 120/24 epa.£169.00 

Panasonic KXP11BG super new feature-packed multifont Spin H rt .£199.00 

Panasonic KXP1124 new good specification multifont 24pin 11".£319.00 

NEC P2200 budget 24 pin 16B/56cpe ..*.-.— 

Epson LX80Q popular budget 10 H 180/25 cps.....- £199.00 

Epson LQ500 good 24pin 150/50cps ....*.I 319 ^ 

Citizen 120D budget Spin printer 120cps...-..S22'2S 

Citizen HQP-45 bargain wide carriaqa 24 pin printer.£ 399 00 


All prices Include VAT and delivery. Express Courier delivery 65.00 extte. 


Send cheque, Postal Order 1 EvGShaiTI MiCTOS Ltd 
or ACCESS/VISA card details] 63 B ^^®J| HEET 

WORCS WR11 4SF 
© 0386-765500 

fax 0386-765354 
telax 333294 


Govt, edut & PLC ordtrs welcome 
Same da/ despatth whenever possible 
All goods subject to availability E.&0.E. 
Open to callers 6 days, 930- 5.30 


\aIio at: 1762 FerebOTt Rdu CrtteridSt, Binan£jnni BJfl 3BH Tfi: 011 *58 <3*4 























































































Boy, this one's a toughie. And , until 
the first few mind powers have 
been collected t the game is just 
plain frustrating; anyone toho com¬ 
petes it will have to have a large 
amount of patience. The graphics 
are well detailed t Pete Lyon has 
given the game a really eerie atmo¬ 
sphere. The sound, too , is very 
good ; the game's soundtrack is par¬ 
ticularly memorable. Astarof/i is 
u/idoubtedfy a good example of this 
type of game. Hide'n'search fans 
will realty enjoy it, although Tm 
unsure whether many will finally 
get to meet Astaroth. 


NC 



"Let me take you to the 
catacombs of the evil 



Astaroth 1 s domain for a battle of mind power, where good will overcome 

evil - hopefully!" 

ASTAROTH 


You won’t find the Catacombs of 
Astaroth mentioned as a tourist attrac¬ 
tion in many travel brochures. This is a 
particularly unpleasant location where 
you will have to battie against a bunch of 
unsavoury minions who guard an evil 
she-devil called Astaroth. A confronta¬ 
tion with Astaroth is inevitable and the 
objective of this arcade-adventure is to 
infiltrate her world and search the inner- 
sanctums where she iurks. But this is a 


HEWSOn (£19.95)^ — 

battle of mind power as much as physi¬ 
cal strength and T in order to stand a 
chance in the fateful final battle, you 
must search for special mind powers and 
use them to their best advantage. You 
begin the mission as Gzymandias, a 
Zorro-like character with mask and cow¬ 
boy hat. At first, ’Ozy 1 is a vulnerable 
mortal with no mind power, but through¬ 
out the caverns there are nine mind 
strengths to be collected. 



Tonnes of trouncing, brain-numbing Bludgeon Skulls, Impalers and Eyeballs hurtle through the 
Catacombs intent on smashing Ozymandias 1 brain. Each hit turns healthy grey matter into a shriv¬ 
elled pulp. 


Ozy stands at the mouth of the dark, 
labyrinthian catacombs and, with some 
joystick intervention, he moves in. The 
first hazards make their presence known 
immediately; aptly-named Bludgeon 
Skulls drop from the ceiling in an 
attempt to trounce the living daylights 
out of the masked one. Further on, sta¬ 
lactites or impalers, loosened by foot¬ 
steps, work loose and drop. Add to this 
bulging, veiny eyes which watch and drop 
on our hero. And what’s worse, all this 
happens in the first ten seconds! The 
screen flicks horizontally as you move 
Ozy onwards, struggling to dodge a bar¬ 
rage of skulls and eyeballs with limited 
joystick control. Before long you reach a 
trap door and you must decide to jump 

Although the Zorro look-alike can 
collect numerous powers to make \ 
his task easier, Astaroth's main fault 
is that it is initially too hard. Once 
you have collected the teleport 
power and the ability to create fire, 
the game becomes playable, but first 
you must s log your way through 
wave after wave of unforgiving 
skulls, eyeballs and boulders t and, 
with nothing to protect you f it just 
proves too difficult A pity really, as 
Astaroth has alt the makings of a 
novel game, but , as It stands f it is 
too frustrating. 


SM 



— STA 40 STA — 






















or drop down. Dropping through the cat¬ 
acomb floors, a quick nudge of the joy¬ 
stick enables Ozy to alight onto a floor. 
Suddenly, as you draw nearer to the She- 
Devil you are attacked by a myriad of 
banshees and harpies. Quickly you must 
look for those mind powers in order to 
survive. Each hit perishes Gzy's brain 
and this is shown on a cerebral gauge 
which begins with a healthy pink brain 
and turns into withered pulp. 

With Ozy's life draining away, you 
move near a golden crown and the 
masked-one is endowed with the first 
mind power, Levitation. This power is 
registered in one of nine eye sockets at 
the base of the screen, how if you need 
to travel vertically, tapping the spacebar 
freezes the action a nd moving the joy¬ 
stick toggles through the mind powers 
available. The eyelids open and pressing 
the firebutton again confirms your 
choice. Other mind powers which must 
be found before the final conflict include: 
telekenetics, the ability to move objects 
with the mind; pyronetics, the power to 
cause fire with thought; telepathy, to 
read the innermost thoughts. As you 
search deeper, shape-shifting mind 
power enables you to change into a bird, 
while transmigration transports you from 
one area of the catacomb to another. 

Add to this the ability to see in the dark 
and freeze the opposition with mere 
thought-power, and you are just about 
ready to take on Astaroth - but where is 
she? Deeper and deeper, undaunted by 
countless foes, the search continues. 

But before you even glimpse her petrify¬ 
ing beauty, Ozymandias must defeat 
three hideous guardians: a three-headed 
Hydra; hideous dragons that spit glob¬ 
ules of fire; and the Sphinx, a foul muta¬ 
tion which is a cross between a lion and 
a well-endowed woman. These fiends 
vomit acidic gastric juices which burn 
their prey. Not forgetting the MarMith 
Demons multi-armed females wielding 
sabres. All have one aim: to protect 
Astaroth, the Angel of Death. 




4 On finding a mind 
power hidden in a 
crown Ozy is endowed 
with levitation. Tapping 
the spacebar freezes the 
action, and the joystick 
toggles through the mind 
powers and pressing fire 
actions the mind power. 


Here, Ozy files up through 
, the floors on a levita- 
lion cloud. 


Astaroth combines a perplexing labyrinth-style puzzle, a veritable menagerie of 
mutated enemy and literally hundreds of trouncing energy-sapping minions , 
ivhich are a constant threat every step of the way. There a re many dungeon- 
style arcade adventures of this ilk, but Astaroth is a very fine example of this 
popular theme of arcade entertainment, nothing outstanding graphically and 
sound effects are practically non-existent, but the strength of this game is con¬ 
stant and changeable game-play . But surely r the key feature of Astaroth are 
the mind powers which , when collected, can be used to get you out of danger¬ 
ous situations and combat the hordes of enemy . Quite a nice game, but not one 
! would rush out and buy on impulse. 

J$ 




LASTING APPEAL: 62% 
ADDICTIVENESS: 58% 


DIFFICULTY: HARD 
1ST DAY SCORE: N/A 


Ever deeper into the labyrinth, Ozy is confronted by the three-headed Hydra, and each fiery globule 
diminishes his brain - ’ouchf 




























"The most common form 
of phobia must be the 
fear of spiders. 

Tony Crowther's new game, however, concentrates on all types of crea¬ 
tures and items that would make even the toughest games-player's hair 

stand on end!" 


Between each level you will enter this map screen of the Phobia galaxy. When a planet is van¬ 
quished, a choice of route is given, allowing you to skip any planets you think are too tough. 


As horizontally scrolling shooVem- 
ups go, Phobia must rate as one of 
the hardest . Personally, / didrt*t 
much care for it either. Sure, if you 
want a real challenge then this is 
the game for you but r ultimately, 1 
think most players will become so 
frustrated they won't play it To add 
to the difficulty, the screen, as well 
as scrolling sideways, also mooes 
up and down, t often lost a life as 
my eyes lost sight of my ship 
amidst the frantic action. All in all f 
Phobia is a shootem-up that should 
only be tackled by real die-hards. 





— ™ — — mm IMAGEWORKS (£19.95) 


The daughter of the all-powerful 
Galactic President has been kidnapped, 
and is imprisoned within the desolate 
galaxy known only as Phobia, The girl's 
kidnapper, the evil Phobos, constructed 
Phobia himself, populating each of the 
fifteen planets with nightmarish crea¬ 
tures that research had showed most 
people have phobias about. Surely, he 
reasoned, if a person shows an unrea¬ 
sonable fear of a particular species or 


condition, then he will not enter what 
could possibly scare him to death. 
However, he had not bargained for the 
President’s Stellar Corp. To rescue the 
girl, the corp must collect pieces of 
heat shield, the only thing that can free 
the girl and the only substance that can 
kill Phobos* 

As a member of this elite corp, it is 
up to you, and a colleague if you so 
wish, to battle your way through 


The only rule in Phobia Is: avoid and shoot everything! Contact with the walls, aliens or their bul¬ 
lets kills you Instantly, and things begin to get worse when the scenery reaches out to get you! 


Phobos's nightmarish galaxy, shooting 
any of the hideous inhabitants with your 
front-mounted lasers. Although there 
are fifteen planets in the Phobia galaxy* 
only nine need be entered as you make 
your way to the President's daughter, 
and the entire galaxy is shown on a 
galactic map between levels, allowing 
you to pick your route. Each planet 
scrolls horizontally, keeping both play¬ 
ers central at all times, and the evil 
creatures attack from all sides: some¬ 
times in airborne formation, and often 
crawling out of the scenery. With each 
planet you encounter, the inhabitants 
and backdrop all reflect an individual 
phobia. For instance, as you progress, 
you will encounter large spiders and 


As a two-player game, Phobia is 
great, but one piayer on their own 
just wouldn't stand a chance of com¬ 
pleting it W7t/i all the nasties that 
float around, and the bullets that 
home in on you. there is no way 
even the meanest shoot'em-up freak 
will get to the end. However 
do have a friend and ti^ ^ t| 

a little hard r blast, take a look at 
Phobia: The graphics and sound are 
good f and each level is imaginatt&e- 
ly devised, but I really do think that 
the overt difficulty spoils an other¬ 
wise good game . 

SM 
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The end of each planet is guarded by a large meany 
who requires many hits before eventually exploding. 



their electrified webs; claustrophobic 
dark planets; water-related fears; arui T 
ultimately, death Itself. 

Contact with absolutely anything in 
Phobia, whether it is the scenery, the 
aliens* or their missiles, kills our hero 
instantly, costing the corp one of thdr 
three fighters. However, to make the 
task ahead easier, If two players take 
turns in shooting each other, their ships 
will flash, indicating they have absorbed 
the shots. Pressing fire after you have 
been shot repeatedly, then releases the 
pent-up energy in a massive laser bolt 
that incinerates anything in its path. In 
addition, in the one-player game, play¬ 
ers also have the option to double their 
firepower, by using what Imageworks 
call the 'Binary doppieganger Loop 
System 1 , but which basically means 
that another ship appears on screen, 
shadowing your original craft - unfortu¬ 
nately, although this does double your 
firepower, it also makes the player 
slightly more vulnerable, because if one 
ship is hit, both are destroyed. 

Dotted throughout each level in 
Phobia, are little white disks which are 
sections of the all-important heat 
shields. The shields are usually split 
into ten pieces* all of which must be 
shot before a barrier between you and 
the end-of-levd is broken down. Failure 
to shoot all ten pieces ends in collision 
with the massive wall, and the player 
being sent back to attempt the mission 
all over again, but success gains the 




With its colorful graphics. Phobia looks as if it could have been written by Jeff 
Minten In fact r bearing in mind the game's oery high difficulty level, l think Mr. 
Minter wrote it using Tong Crowther as pseudonym1 From the moment you 
begin blasting . the tenacious aliens neoer let up, throwing everything they 
have at you - and more. This is where, for me, Phobia fails. If the game had 
been a bit easier, it would have been a fine shoot'etn-up. As it stands, it's a 
flawed masterpiece. 


J$ 



Before planet is completed, the players must make their way through tortuous caverns. These 
are guarded by deadly gun emplacements, but should you make It through, you will find the 



planet's sun. 


player access to the Phobos's hellish 
guardian for the level. Weaving around 
the screen, the huge guardian must be 
shot in the head dozens of times. A 
direct hit causes the massive creature 
to flash, and the more you hit it, the 
faster it will flash until it eventually 
explodes. Before the level is actually 
completed* the team must make their 
way through a tortuous tunnel system 
which takes them to the sun. Random 
shots from the regularly-placed gun 
emplacements make negotiating the 
caverns difficult* but success comes in 


the form of the golden orb sun. 

Glittering in the centre of the sun is a 
question mark icon* and the players 
must blast away at the sun, clearing a 
path so that they can collect the icon. 
Manage to do so, and a brief animation 
sequence showing the destruction of the 
planet is displayed before the map 
screen appears again. Israt 



Having lost his colleague to an accurate gun turret* player one negotiates his way through one of the 
slimmer cavern passages. 



50% 


LASTING APPEAL: 57% 
ADDICTIVENESS: 65% 

DIFFICULTY: HARD 
1ST DAY SCORE: 7616 
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"Dreams seem to be a popular subject for com¬ 
puter games . But can The Edge base a game 
around a fat cat who only dreams about food!" 

A WINTER'S TAIL 


— * — EDGE (£19.95) 


After a particularly large fridge-empty 
ing session, Garfield is sleeping in 
front of the open fridge and the cold¬ 
ness is having a strange effect on his 
subconscious, prompting strange 
snow-related 
dreams. Our 
snoozing feline 
hero begins the 
game crashed out 
in front of the 
fridge, but, above 
his resting frame, 
there is a cartoon¬ 
like dream bubble, 
and within this, 
three suitably arc¬ 
tic dreamscapes 
are shown. Each of 
these dreams is a 
different sub-game 
and can be select¬ 
ed by pressing fire. 

The first 

scenario involves 
the fat feline skiing 
down a scrolling 
course in search of a lasagna factory. 
The joystick is used to control 
Garfield, with the directional controls 
moving our character from left to right 
and fire causing him to jump. Lining 
up at the side of the course are Jon 
and all his friends, and they hold out 
items of food for Garfield to snaffle. 


However, also making his way down 
the slope is Odie T and he tries to grab 
the food before our hero can get to it. 
Below this action, and in every dream 
sequence, a picture of Garfield’s face 
looks more tired as 
he gets hungrier, 
and if it nods off, 
then the dream is 
over and Garfield 
wakes up - effec¬ 
tively game over 
Should you make it 
to the bottom of 
the course, Garfield 
must then enter 
the iasanga factory 
and eat as much as 
possiblel 

The next 
dream is set in a 
chocolate factory. 
Throughout the 
building there are 
chocolate-filled 
pipes, and Garfield 
must divert the 
course of the chocolate to some metal 
chickens who, in turn, will lay choco¬ 
late eggs. Changing the route of the 
chocolate is a matter of turning 
gauges, and Garfield must make his 
way through the maze-like building, 
kicking Odie out of the way and using 
the assorted lifts, slippery poles and 


A Winter's Tail , in the middle of 
summer? My all-time favourite car¬ 
toon hero is back. Both the game's 
music and graphics are as colour¬ 
ful as the last game, the loveable 
Odie looking as dumb as ever. This 
time f fioitfeuer, i/tc game has more 
of an arcade feel about it. Still, t 
found the controls very unforgiv¬ 
ing and unresponsive. For me, 
there just u>asn r £ enough within 
the game to keep me occupied. 
Both the skiing and skating levels 
offered little variety, while the 
chocolate factory was more inter¬ 
esting. Futt marks for successfully 
animating Garfield but , unfortu¬ 
nately, i wasn't impressed by the 
overall game. 

JS 



A1 present the icon of Garfield's face is indicating that he is relatively awake. However, if too much 
food is missed, then the face will slowly start to take a nap. When Ifs eyes are fully shut, then it's 
game over, fat catl 
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A Ithough the graphics are excellent 
and are superbly animated, sloppy 
controls and uninspiring gameplay 
ruin A Winter's Tali In the skiing 
game, Garfield reacts to your con¬ 
trols extremely slowly, which 
means that you nearly always miss 
Lhe all-important food, whilst in the 
chocolate factory game there seems 
to be no reat hurry, so the section 
just seems to go on endlessly . The 
lake game , however ; is rather enjo¬ 
yable, but one good game out of the 
three which form the whole pack¬ 
age, does not represent good value 
for money. 

SM 


As Garfield comes across one of lhe chocolate 
egg-laying chickens, he boots Odie out of the 
way so that he cart lake a closer took. 







'STAX 

Rating 


escalators to speed his progress 
through the building. Once a set num¬ 
ber of eggs has been 
Garfield can make his 
large, edible chicken is lurking. 
However, when he 
that the chicken has cai.dycu iu 
next dream - the lake. In its wake, the 
chicken has left a trail of chocolate 
footprints, and Garfield must follow 
these. Obstacles such as freezing cold 
water and piles of snow must all be 
avoided, and when you have made 
your way to the other side of the lake, 
there follows the final sequence in 
which Garfield must struggle through 
a Swiss village. 


GRAPHICS: 81% 
SOUND: 55% 


LASTING APPEAL: 65% 
ADDICTIVENESS: 62% 


DIFFICULTY: AVERAGE 
1ST DAY SCORE: N/A 
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JOIN THE CLUB! 

If you're looking for the best prices, best games, best offers and best service, 
then join Special Reserve. Or join Official Secrets if you're looking for more.. 


1 SpeciaC ‘Rgserve 

a 

Official Secrets 

Best games at best prices 

CorifidGflti3f 32-page A4 bimonthly glossy magazine 


All the best gamee, caret Lilly selected and available ic mentors only at truly 
extraordinary prices. We re miles cheaper lhan elsewhere, eo cheap lhat we cant 
advertise our individual prices. Below are a selection el offers for two games at about 
lhe seme price you would normally pay lor one. You can buy a pair of games al the 
same time as joining - or pin now and select individually Irom our catalogue of over 700 
products. There is no obligation to buy anything. 


Games Pick a pair of games 


Bek>w is a small selection tram cur catalogue. The ‘SRP Is our combined price 
for bolh games including UK postage and packing. RRP SRP 


.. PUHPLE SATURN DAY . 

.49 

94... 

23 

43 

.. NIGEL MA NS ELL'S GRAND PRIX ... 

.49 

90... 

..19 

43 

..CAPTAIN BLOOD . 

.49 

94... 

..£4 

43 

..SHADOWGATE . 

.49 

94... 

22 

96 

..XENON . 

.44 

90... 

..24 

93 

. DEFENDER OF THE CFTOWN . 

.54 

90... 

...16 

93 

..SOI (ACTIVISION) . 

..44 

94. 

..24 

93 

. HOSTAGES . 

.44 

90... 

...21 

43 

..SUPER HANG ON .. 

.44 

94... 

23 

93 

,.TEENAGE OUEEN . 

.35 

94... 

...20 

40 

..afterburner. 

.44 

.90.. 

...23 

40 

. NIGEL MANSELLS GRAND PRIX ... 

.44 

.96... 

...10 

43 

BOM BUZ AL . 

.44 

.94... 

...19 

.90 

..ELIMINATOR . . 

.39 

.96.,. 

...2D 

43 

..SOI (ACTIVISION) ...- 

.44 

94... 

-21 

.96 

..TETRIS.....-. 

.44 

.94... 

...IS 

,45 

..TEENAGE OUEEN. 

.39 

.9(0. . 

-3i 

.40 

DEFENDER OF THE CROWN . 

.59 

91 

...25 

93 

..OIOS .... 

.44 

94... 

21 

.93 

..HELLFIRE ATTACK. 

.44 

.91... 

...19 

.46 


Confidential is written for people who take their fun seriously. If you are inio Adveniure, 
Strategy, FflPs, MUGs. PBMb, 0&Ds r or it you would simply like to see more from 
behind lhe scenes then Confidential is essential reading. Regular leatures Include 
Personnel File, Dead Letters, The Man in Black, Feature Articles, Brain Teasers, Diary, 
Mews, Competitions, and The Bose Upstairs Club participation is welcomed. 

Gnome Ranger or Shadowgate t. 9al 

Gnome Ranger is an award-winning 3 pari adventure by Level 9. "Go out and buy 
Grx&rw Hanger pronto 1 said Atari ST User. Or tick 1 ho box fqr Shadowgate. 

Help-Line Manned each week-day 


Advice and hints to help you solve any game bought Irom us, 

Special Reserve included in the membership fee 


All the features and benefits cl Special Reserve membership . 
Myth A mini-ad venture by Magnetic Scrolls 


written ex elusive ly lor members cl Official Secrete and, amazingly enough, Included In (he 
price ol membership. Sei in Anciant Greece, you play lhe pan of a young god striving to 
prove himself worthy cl immortality. You'll meet lhe Ferryman, have a change to cheat 
Dealh. and do battle against the nine-headed Hydra guarding lhe gates ic (ha Underworld. 
Myth includes the state oMhe^art Magnetic Scrolls parser and these Incredible graphics. 
For most computers - disk only. Only to members cd Official Secrets. 


SONY 3.5" DSIQD DISK WITH LABEL 99p i 

MONITOR STAN D fits over st. plastic coated steel frame 1 

TWO PLAYER LEAD for populous, falcon and honda rvf 
DUNGEON MASTER EDITOR 
DUNGEON MASTER SOLUTION BOOK 


STOS GAMES CREATOR 17.40 

STOS COMPILER 1Z.4S 

STOS MAESTRO 1 *.49 

STDS MAESTRO PLUS (INC HARDWARE* *7.49 
STOS SPRITES 600 9 99 

TIMEWORKS DESKTOP PUBLISHING 74.99 

M US 1C STUDIO {ACTIVISION* 9,4* 

KONJX NAVIGATOR AUTOBRE JOYSTPCK 11 ,M 


FLEET STREET PUBLISHER 
TALE3P1N ADVENTURE CREATOR 
Fit FALCON MISSION DISK 
SHOOT 'EM-UP CONSTRUCTION KIT 
QUANTUM PAINTBOX(GOLO) 

FIR ST WORD PLUS WfPROCESSOR 
MOUSE MAT 

COMPETITION PRO CLEAR JOYSTICK 


Club Privileges 


AH club members benefit from: 


* Special ofleraj ai prices you mighl not belie veil 

* Bi-monthly Buyer's Guide each with d&laik of 40 games, building to a valued reference. 

■ Membership can) wfth privilege number, and folder lor lhe Buyer's Guides. 

■ 24-hour despatch of stock items. Over 600 lines in slock. 

■ Each game semi individually by t&l class post, Most will fit through your letter-box, 

- 7-day sales hotline, manned 9am to 8pm weekdays, 10am (o 5.30pm weekends. 

* Written notification of unexpected delays. 

■ New titles may be ordered in advance and will be despatched upon publication, 

■ Instant relunds available on request lor delayed lilies. 

■ Nb commitment, no obiigatior to buy anything and no “minimum purchase". 

To orderptease write, or complete the coupon, or telephone us on 0279 60 0ZP4, 
Order Form Non-members please add Ehe membership fee 

Name_ __ ___ 

Addros e________ 

____Post Code 

Computer____ *5,257*157*3,07*77^ 

Payable to; Special Reserve or Official Secrets 

P.O. Box 847, Harlow, CM21 9PH 

S Speriat Reserve and Official Secrete are I fading names of Inter-Mediates Ltd. 
j Registered Office: 2 South Block, The Mattings, SawbrkJgeworth, Herts CM2i 9FG, 
j Registered in England Number 2054713. VAT rag. no. 424 8532 51 



Adventures 

fiords Toi& 1 . 

.7 59 

Siocdwych .. 

.15. St? 

D*j* to ... 

i 

Qeja Vu 2 . 

.15 99 

Dungeon Mbs tor . 

.15 99 

F>sht . 

15*9 

G iddregcn 's Donmn 

11.99 

Grftf Fkishf . 

ie.99 

HeltyvKXHt Hijinx . 

..sip 

fnlidH . 

. £ 4tf 

flat* . 

12*9 

Of Oflrimssi 

. 7 19 

1 L ancoloi . 

.12.49 

Learner GoddessdS . 

. 5.15 

’! Leisure duiiLory 2.. 

19.49 

Mmhvntof Hew Y&i c 

20.49 

JHoCfWWif. 

. B.49 

JWcrfvNtP Manor . 

.11.49 

Noftj a fltrr . 

. 11.49 

Plundered Hearts .... 

. 11.49 

P&ica Quest 2 . 

.16.99 

Svaftotiisr . 

6*9 

SffciFi CVaai-ns . 

S*9 

Sripiwd . 

.18,99 

Sorrtf# . 

,8*9 

SptdSbre&ef . 

8*9 

Tit tw arm' Magik ..... 

.12*9 

UfbnetV .. 

18*7 

War in Middle Fflffi, 

. 14 99 

. 

9*9 

2ak MtKri&vn . ... 

.18*9 

lork 1 . 

.. $4$ 

ZdtkZ . 

.. 9 *9 

. 

.. 8.49 

AWifLa&le only to ti wnttWfi Ol 

Special Reserve 



Official Secrets 

Subject b EhK*. 


Myth was rated at 90% by Keith Campbell of Commodore User. 

Ho said "Don't be put off by It being a mini-adventure,,., tert 
undreamed ol in Ihose bygone days," 

Pleasenotejhai there is a sLircharge_ofjS0p perjjame for or ders placed by telephone 

Special Reserve membership £4.00 UK, £5.00 EEC - 

or £ 

Official Secrets m embe rship £19.95 UK, £24.95 EEC - 

with Gnome Ranger □ or with Shadowgate □ ST “ T 

Game _ \ \ - 1 


Game__ 

•CHEOUEi ■ POSTAL 0 ROE RTACCESS /* V ISA/* AM EX 
(Including Connect, Mastercard and Eurocard) 

Credit card expiry date ________ 

+ Delete where applicable 


TOTAL 


Overseas orders mu el 
be paid by credit card, 
pleas e add 7Gp per 
game for EEC Poet 
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"Yee-hau>! So ye think yer da rootin 'est, tootin 'est cow poke in the country, 
do ya boy! If that be true, then get out there and prone it in them there 

Tynesoft's Rodeo Games - shee-oot!" 



TYNE SO FT (£19.95) — — — 


Howdy pardner, and welcome to 
Tynesoft's entry in the most unusual 
multi-event game ever released. Yessir, 
tie on those sheepskin chaps and get 
ready to take part in six of the most 
arduous events a cowboy can compete 
in - all sponsored by that old gent, 
Buffalo Bill, indeedy Sir, you can take 
part in any of the events, or, if you pre¬ 
fer, just select the ones you wanna play 
in. Anyway, enough of this ol' hog 
wash, let's get on with the first event, 


the knife throwing. 

Assuming the role of a local 
Apache, this event is very similar to the 
one in Circus Attractions. To the right 
of the screen, a pretty young squaw has 
been tied to a round board, and using 
either the mouse or a joystick, you 
must throw knives at her whilst the 
board is revolving. A cursor is used to 
aim the throw, but the player must 
compensate for the time lapse between 
throwing the knife and it actually hitting 



Rlde'em Cowboy! Staying on the buckin' Bronco is probably the most difficult event. To the right of 
the screen, a directional arrow is gradually turned blue. You must wrench the joystick in the other 
direction before the arrow is completely blue, or you are going to get a footprint on your forehead. 
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As the brave young squaw spins around, 
throw your knives as close to her as possi¬ 



ble for a high score. Be careful though not to 
actual hit the poof girl T or the screen will gradu¬ 
ally be covered by her dripping blood. 


Yee-ha!' And other cowboy ver¬ 
nacular. in the past, games which 
contain individual acts never quite 
made the grade, because instead 
of concentrating on one or two 
types of game-play, they attempt¬ 
ed to cover a number of very dif¬ 
ferent game styles * But now 
Tynesofi have managed to com¬ 
bine six completely individual 
events which offer a variety of ter¬ 
rific arcade game-play. From vig¬ 
orous joystick waggling and 
fisticuffs in the runaway stage 
coach event, to steer wrestling this 
is a very, thoughtful and slick pre¬ 
sentation , The graphics and ani¬ 
mation are uery complimentary 
and there is only the slightest 
delay between events . Great fun 
and very original! 

JS 


its target. The closer the knife lands to 
the woman, the more points you will 
earn, but get too close and actually 
impale the girl, and the screen will be 
slowly covered with a torrent of blood, 


Well Til be hog-swoggled, straight 
out of the blue comes Rodeo 
Games from Tynesoft. Their last 
game of this type t Circus Games, 
didn't really make the grade. 
Now, however, with Rodeo Games T 
Tynesoft look like they have a 
winner on their hands. All of the 
events are very well presented , / 
particularly liked the way in 
which the player could choose 
between mouse or joystick control 
on some events , The option to 
replay an event is also a most wel¬ 
come one * The obligatory western 
tunes accompany the action with¬ 
out irritating the player. To sum¬ 
marize, Rodeo Games is one of the 
best games to come from the sta¬ 
bles of Tynesoft 


NO 
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must shoot pop up targets. However, 
painted on some of the targets are 
women, children, the local Sheriff and 
other law-abiding people, and hitting 
these costs you points. Basically, you 
must plug any baddies when they pop 
their wooden heads up, reloading when 
you have used your current round. 
Once you have used all of your bullets, 


GRAPHICS: 71% 
SOUND: 87% 


LASTING APPEAL: 63% 
ADDICTIVENESS: 66% 


DIFFICULTY: AVERAGE 
1ST DAY SCORE: 243333 


As you shoot the pop-up 
targets, tiny distractions 
like space invaders 
appear in the sky. 
Shooting these offers a 
bonus, but it is best to 
save your limited supply 
of bullets for the card¬ 
board outlaws... 


and its game over. 

The next event, Trick Shooting, is 
fairly similar to the knife throwing, in so 
much as a cursor must be used to hit 
targets. Armed only with your trusty 
six-shooter and six spare rounds, you 


the second section of this event begins. 
To the left of the screen, a wimpy-look¬ 
ing dude throws bottles in the air, and 
you must position the cursor and shoot 
the bottle before it hits the ground. 

Once again, you are limited for bullets, 
and you should shoot as quickly as pos¬ 
sible for a maximum time bonus. 

Bronco Riding next. Seated on the 
back of the meanest walkin' steak this 
side of Dallas, it is up to you to stay in 
this position, ignoring its attempts to 
dislodge you. To the right of the screen 
is a directional icon, and each time the 
Bronco moves, a direction will flash. To 
combat the Bronco’s throw, the player 
must move the joystick or mouse in the 
opposite direction, and the longer he 
stays on the higher the bonus. 

If you have watched those old black- 
'n 1 white cowboy flicks, you will be ready 
to try a real-life stage coach rescue for 
yourself. Seated or your trusty hoss, 
you must waggle the joystick like crazy 
to catch up with the escaping coach. 

Allbough graphically similar to the Calf Roping, 
Steer Wrestling is a lot easier to get to grips with. 
It is best to approach from the side of the beast, 
and leap onto its back. A window now opens, 
and you must waggle like crazy to 
wrestle the steer to the ground. A ^ 


...Once you have exhausted your 
supply of bullets, you must shoot as 
many act the bottle out of the air as 
possible. A neat trick here is to posi¬ 
tion your cursor next to where the 
bottle leave the guy's hand, and, as 
soon as he reaches up, fire! 


Yee-hau)! This has got to be the 
best game Tynesoft have released . 
IL features their usual high-quality 
graphics and sound , but this time 
they have incorporated the alt- 
important feature their games usu¬ 
ally lack - playability. Although 
the events are fairly samey and not 
individually impressive , they are 
all playable and will keep you 
coming back for a higher score - 
especially the Stage Coach /fescue, 
which is my personal favourite. If 
you fancy a laugh , get on your 
hoss, or mosey on doton to the soft¬ 
ware shop f now. 


However, attempting to thwart your 
attempts is a luggage-throwing Injun, 
so you must avoid any thrown obsta¬ 
cles, and clamber on top of the stage to 
fight him. Fisticuffs now ensues, with 
both characters having an energy bar 
that is depleted with each hit, and it is 
up to you to make sure it is his that is 
emptied first. 

Finally, we come to the last two 
events which are both cattle-related. 
The first is Calf Roping, and is viewed 
from overhead. In a pen surrounded by 
a cheering crowd, a calf is let loose into 
the enclosure. Cl sing your wits and a 
lasso, you must slip the rope around 
the calf’s neck before a very strict timer 
runs out. Once you have done that, for¬ 
get the rope and take the Bull by the 
horns - literally! Again, the event is 
viewed from overhead, with the crowd 
still all around you, and you must chase 
the steer on your horse, and then leap 
off - grabbing its horns as you do so. 

As in the calf roping, this event is set 
against a timer, 


EC Oil PS! | 


TIME: 115 









































Welt, here it is,., the sixteenth edition of Britain's best cheats 
page! Mind you, the only reason it is the best is because you 
lot send in the most tips - so thanks very much to all of you. 
This month we have tips for Logotron's Archipelagos, a 
cheesy cheat for Silkworm, and a complete guide to each of 
the levels of Robocop. So what are you waiting for? Read on. 


ARCHIPELAGOS - L0G0TR0N 


Paul Smith, who hails from 
Maidstone in Kent, has been 
playing this unusual game, and 
has sent in the following pointers 
to help any of you struggling 
entities out there: 

Stones - the only way these 
can be destroyed Is by shooting 
at their base. However, finding 
them isn't easy as they are not 
shown up on the map. As you 
know, once all the stones are 
destroyed, you can then crumble 
the obelisk. 

Blood Eggs - these infect the 
land, turning it red, or simply 
destroy. As a rule, don’t get too 
near them whenever possible, 
especially when the weather is 
stormy, as they fire. 

Tornados ■ Avoid at all costs, 
as if you get within three squares 
of this devastating feature, it r s ta- 
ta, player! 

Necromancer ■ if you thought 
the other obstacles were hard, 
you ain’t seen nothing yet! Once 


again, he is to be avoided, as he 
turns the land into quicksand, 
sinking you before you know it. 

Arboreal Trees - plot your 
way around these carefully, 
because if a tree grows on the 
square you are on, once again, 
your game is ended. 

To make travelling across 
sand (or water) easier, just make 
one square of land in the middle 
of the obstruction, and press the 
cursor on it. Although some 
stones are harder to destroy than 
others, keep on pumping shots 
into it; after a while it will 
crumble. As a rule, wherever 
you are attacking stones, always 
shoot them from within three 
squares distance, or your shots 
will have no effect When moving 
around the island, the island can 
be used to judge your direction 
as Et always indicates north. To 
build up any tost energy, just go 
around blasting stones and 
spores to top yourself up. 




This must rate as the best cheat 
mode 1 have ever encountered! 
Load up the game as normal, 
and then press C when the high- 
score table appears. A new 
screen will unfold, showing PAT 
MOOSE'S CHEESE MENU. Mow, 
if you were to look through this 
menu, you would notice that 


Gorgonzola is missing from this 
list. Restart the game and play as 
normal, but, whilst playing, type 
in GORGONZOLA. You will now 
enter CHEESE MODE. In 
'Cheese Mode', you will find that 
all of the bouncing bombs are 
turned into red edams (honest!), 
and that all the words such as 



If by any chance you want to 
cheat on this difficult exploration 
game, get a high-score and enter 
LGVEBUMDLE on the table, 


you’ll then be allowed to use the 
game's in built 'trainer mode'. 
Thanks to Jeroen Hartgers from 
The Netherlands for that one. 



VOYAGER-OCEAN: 


When you are on the options SHOWERS OF APRIL FALL. You where you can choose from a 

screen, type: WHEN THE SWEET will be granted an editor screen number of cheat options. 




If, like countless others, you are 
having trouble helping the 
podgy stormtrooper complete 
his mission, then you will be 
extremely grateful to Alexander 
Barthoiomew-Smythe of 
Macclesfield who has sent this 
following useful cheat. 

Play the game and get a 
High score, and instead of 
entering your own name, type 
in JAMES CAMERON. Next 
time you play, next to the lives 
remaining indicator, there will 
be a funny yellow sqiggle. This 

































PURPLE SATURN DAY - INFOGRAMES 



Game Over and the like are all 
rplaced by the word Edam. 
Additionally, pressing the C key 
grants you with extra credits - 
sorry* cheeses! thanks very much 
to Keith Gentry from Wallington, 
Surrey, for finding that out! 


Grant Naylor, who hails from 
Manchester, has sent in some 
pointers for this unusual 
Intergalactic Olympics! 


RING PURSUIT: 


Use the mouse to steer and slow 
down, but the joystick is useful 
when you want to accelerate, as it 
is a lot easier to use than the 
mouse. However, as the joystick 
is slow to respond to movement, 
try to utilise both to the full. 


TRONIC SLIDER : 


Like Ring Pursiut, Grant thinks it 
is best to use the mouse to 
control the scooter, as the 
joytsick is unwieldy when it 
comes to turning and shooting. 
However, use the joystick when 
stealing energy from the 
opponent. Wait until he is next to 
the side, and then push and hold 
the joystick forwards, how use 
the mouse to steer left or right to 


keep him in Front. Also, Grant 
writes, this method is useful if you 
are ahead and just want to waste 
time! 


TIME JUMP: 


Use the jopystick button to wind 
up the first mark on the sliding 
bar to the right, then release it 


just before the rupture point. 
Repeat this several times, 
allowing the catapult to 
completely wind down, This 
means that the catapult's rupture 
point won't work, slowing the 
crystals down. Grant also says 
that a combination of the joystick 
and mouse is best for shooting. 



CRAZY CARS II- 
TITUS 


Once again, Duncan Carter has 
come to the rescue! If you are 
wandering for miles T getting 
absolutely nowhere near the next 
state, follow this route; take the 
first left turning, and keep going - 
voila! End of the first stage! 



indicates that you have sveral 
dozen extra lives. It doesn't, 
however, mean you have 
infinite lives, and should this 
sqiggle disappear you must 
press the F9 key for it to 
appear again, refilling your 
lives. All that remains now is 
for you to run through the 
levels and kill the elusive mad 
professor - providing you 
remember to keep pressing F9 
that is! All together now: thank 
you very much Alexander! 



Dave Russell, who comes from 
Leicester, has written in to say 
haw disappointed he was that he 
finished Millenium so quickly. 
However, being the kind soul he 
is, he sent in these useful tips for 
any struggling colonists: 

1. When you first start, 
always make sure that your 
production and research 
departments are busy. Even If 
you have no plans to use a 
particular item, get the 
researchers to design it, because 
it could save time later on, 

2. The first thing to do 
though, is to build your energy 
up to a MK X Solagen - you will 
need it to build S.I.O.Ss later, 

3. A team of four or five 
Grazers should also be kept 
going constantly. Keep them 
going between the asteroids and 
the moon, and never reject an 
offered asteroid. 

4. Always make sure that you 
have got at least two of each of 
the fighters, lasers and Solagen 
MK Xs on each colony. 

F>, Make your first base 
Callisto or Leda. That way the 
vaccine doesn't have so far to go! 

6. When you send out an 
S,I.O.S T send a Carrack with two 
Solagen MK Xs. a vaccine, two 
fighters and at least two lasers 
with it. 

7. Our very own editor, Nick 
Gnome' Clarkson, came up with 
this very handy hint, Alien 
spacecraft will attempt to attack 
your space stations. It takes time 
for the aliens to reach your 
colonies. So, when they attack. 


reduce power so that you are 
only using a Solagen MK I, If the 
aliens do manage to destroy your 
power supply at least It will only 
be a minor irritation. Simply click 
back on to the MK X generator to 
be back at full power! Do, 
however, remember to keep a 
supply of smaller, disposable 
Solagens to replace those 
wrecked in attacks. 

Finally, Dave has sent in this 
useful list of the inhabits I planets 
and their raw materials: 

Ariel - Hydrogen, Oxygen, 
Nitrogen, Methane, Sulphur, 
Alluminion, Silicon and 
Platinum. 

Callisto Hydrogen, Nitrogen, 
Sulphur, Titanium, 

Aluminium, Copper, Silicon, 
Iron, Silver and Platinum. 
EnceSadus - Hydrogen, 
Oxygen, H20, Nitrogen, 
Methane, Sulphur, Titanium, 
Aluminium, Copper, Silicon, 
Iron, Silver, Chronium, 
Platinum and Grniunx 
Hyperion - Methane, Sulphur, 
Aluminium, Copper and 
Uranium. 

Leda - Hydrogen, Nitrogen, 
Methane, Suplhur, Copper, 
Silicon, Iron and Cranium. 
Miranda - Copper, Silicon, 
Iron, Silver, and Platinum. 


Neptune - Hydrogen, 

Methane, Sulphur, 

Aluminium, Copper, Silicon, 
Iron, Platinum, and Uranium. 
Oberon - Hydrogen, Oxygen, 
H2Q, Nitrogen, Titanium, 
Silicon, Iron, and Uranium. 
Phoebe - Hydrogen, Oxygen, 
H20, Nitrogen, Methane, 
Titanium, Silicon, and Iron. 
Pluto - Hydrogen, Nitrogen, 
Methane, Sulphur, Silicon, 
Platinum, and uranium. 

Rhea - Hydrogen, Oxygen, 
H20, Nitrogen, Silicon, 
Platinum. 

Saturn - Hydrogen, Oxygen + 
H2Q. Nitrogen, Methane, 
Sulphur, Silicon, and iron. 
Tethys - Hydrogen, Oxygen, 
H20, Nitrogen, Methane, 
Aluminium, Copper, Silicon, 
and Uranium. 

Titan - Hydrogen, Oxygen, 
Nitrogen, Methane, Silver, 
Platinum, and Uranium. 
Titania - Hydrogen, Oxygen, 
H20, Methane, Sulphur, 
Copper, Silicon, and Silver. 
(Jmbriel - Hydrogen, Oxygen, 
Nitrogen, Sulphur, and 
Silicon. 

Uranus - hydrogen, Nitrogen, 
Methane, Sulphur, Titanium, 
Copper, Silicon, Iron, and 
Uranium. 























Oops! It seems that when Mark 
Lawrence found the game editor 
in BuIlfrog/EA's Fusion, he 
caused a few red faces, as 
Bullfrog were supposed to pull it 
out before the game went to be 
mastered, it also seems that we 
haven't found all of the keys 
either, so Bullfrog's Glenn Corpes 
has sent in the full list of the keys 
and their various effects. One 
more thing before you begin to 
pull your copy of Fusion apart - 
don't expect EA to replace any 
knackered disks that have been 
corrupted by mistakes, so on 
your own head be it if you want 
to experiment. 

People with two drives or a 
hard disk can back up the disk. 
To do this, first put a blank disk 
in drive B t then, without using the 
file copy utility, copy all of the 
files onto the second disk. On 
drive B, change the title of 
QA2.MON to FUSION.TOS, Mow 
dick on drive B's FUSION.TOS 
to run the game - noting that to 
run the program you must have 
the original game disk in drive A, 
All changed levels will now be 
saved onto drive B though. 

Now, by typing SWAMP 
THING into the high-score table, 
we will be able to enter the level 
select editor by pressing E, 



+ load next level 

- load previous level 

E+ with the joystick pushed up 


left diagonally with fire held down 

- level editor 

S+ with the joystick pushed up 
left diagonally with fire depressed 

- saves the level (don't forget' on 
your own head be it!) 

At the top of the screen there will 
be a row of different blocks, and 
these are selected by using both 
the function and number keys. 



Also, use the cursor keys to 
adjust any blocks you see in the 
window. When you have selected 
the block, pressing TAB sets the 
block in the window, but if you 
change your mind just press 
UNDo to remove it. Other keys 
Include,*, 

A - adjust the level's height, 
with cursor keys, Press enter 
when you have finished, 

P - allows you to cycle 
through the palette with the 
keypad 1/4, 2/5 f 3/6. 

Additionally, pressing the + and - 
keys allows you to change the 
colour oF the parallax level too. 
Once agaln t pressing enter 
selects the colour. 

X - this allows you to edit the 
exit data. Then the + and * keys 
select the exit, and pressing S 
sets its position. Once the exit is 
positioned, use the + and - to 
select which level the exit leads 
to, and then the cursor keys to 
set the position of the entrance to 
that level (the position is 


displayed at the top of the 
screen, as in normal editing, i.e. 
place cursor at the position/level 
you want to jump to and note the 
position*). One more thing: if you 
select exit X on a level with (X-l) 
exits, you will probably see an 
exit in random memory or on a 
previos map - do not set theseE 
W - allows you to edit the 
weapon data, + and - allow you 
to flick through the weaponry, 


and S selects the one you want. 
Use + and - again to set the part 
number: 1 - 9 are bomb parts; 
10 are the fat bullets; 11 are the 
triple shots; 12, shields; and 13 
is extra fuel Be careful t however, 
not to go beyond these numbers. 
Now for what Glenn calls the 
confusing bits! 

You can use the numeric keypad 
in the same way as the joystick, 
except for 5 which is the same as 



GTGA ROBOCOP - OCEAN 


shots icon, and shoot the blokes 
who attack you with chainsaws. 
There is some useful energy to 
be picked up here, so collect it 
and blast your way to the 
encounter with the van. As soon 
as it appears, move left and jump 
and fire to kill the people 
standing on the roof. Now lower 
your aim and get the driver, and 
when he dies, crouch to shoot the 
guys who pile out of the back* 

The junkyard can be a real pain, 


The guy who sent in the following 
tips reckons his name is Clarence 
Boddiker, which is a pity 
because, as he was wasted in the 
film, I can't send him a prizeE 
Punch your way through the first 


LEVEL 1: 


few assailants* and when the 
motorbike tries to run you down, 
knee! down to avoid losing any 
energy, and turn and punch it, 


Carry on through, shooting any 
thugs that are hanging out of the 
windows, and then collect the 
three-way fire enhancement. 
When the guy who lobs grenades 
appears, move up to the pile of 
boxes, shoot one, then shoot him 
as quickly as possible. You will 
now be walking towards your 
fight with ED209, so get rid of 
your three-way fire, and shoot 
the guy who hangs out of the 
window above where it appears. 


The screen now flickers slightly, 
indicating that ED2Q9 is about to 
enter the screen. Move to the left 
of the screen using the space bar, 
and turn, jumping up and down 
and letting him have it. 

As soon as the blue guys appear 


LEVEL 2: 


on screen, leap over their low 
shots and punch your way 
through the doors. Get the power 
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FI. Once again, the + and - keys 
are used to increment/decrement 
the block under the cursor. 
Pressing enter places the same 
block as the last used from 
numeric keys. Finally, use O to 
paste, and the full stop to cut. 

Use the cursor keys to display 
the six switches at the top of the 


screen. This will then show 
which one is 1,2,3,4 and 5, 



To test a switch, hit 0-5 and the 
screen wilt zoom into that switch, 
and test it. Press UNDO to rectify 
it if you want to change it, then 
another switch or number. S sets 
a switch, stores the current 


cut/paste buffer and its position 
In one of the switches. This 
allows you to edit a switch if 
necessary: 

1. Draw the switch in its on state. 

2. Cut it by using the fuil stop on 
the keypad, 

3. Store it in one of the numbered 
switches. 

4. Draw the switch in its off state, 

5. Test it by pressing T. 

Using this screen designer, it 
is possible to create a game that 
spans a whopping FORTY levels. 
To create a new level, go to the 
LEVEL SELECT MODE, and hit + 
beyond the last level. This will 
start off the same as the previous 
one, but can now be edited and 
saved. The last line of blocks at 
the top and bottom of the screen 
must be raised blocks. If you 
don’t have them, the game will 


crash when you pass the 
boundary. 

Finally, as a matter of 
interest, if you were to use a very 
high format disk (say around 11 
sectors, S3 tracks), whether it be 
a floppy or a hard disk, it would 
be possible to design a version 
with forty levels, each eight- 
hundred blocks high! But as this 
is over twelve times the size of 
the actual game, it would 
probably be immensely boring to 
play. Finally, Glenn says that if 
you find any bugs in the editor, 
drop him a line and he will throw 
them away - fair enough, 1 
suppose! 

Before I go, I would just like 
to thank Glenn for his co¬ 
operation with this cheat, and 
also to Mark Lawrence for getting 
wind of it in the first place! 




LEVEL 3: 


thanks to the magnets, but a 
well-timed jump can take you 
past it unscathed. Using this 
method, avoid the first magnet 
and walk left on the conveyor 
belt to avoid the next one. Walk 
under the crusher, then position 
yourself so that you can quickly 
kill the grenade Jobber, Run past 
the second crusher and then 
carry on so that the falling 



girders donH hit you. A man is 
now waiting with a manta 
weapon, so plug him and collect 
the fallen weapon. Passing under 
the magnet, use the lift to go up 
and collect the baby food for 
extra energy. Stand on the 
nearby step to avoid the grenade- 
throwing hoodlum, then shoot 
him. To deal with the big crane 
that appears, just walk to right of 
the screen, turn and fire for ail 
that you are worth! 

To avoid hitting the girl, aim just 


HOSTAGE SITUATION: 


right of the hostage and keep 
firing. The kidnapper then walks 
straight into your line of fire. 

Avoid the girders as you use the 


LEVEL 4: 


lifts, and make sure you collect 
the power bullets* Punch the door 
out of your way and drop down 
behind the guy with manta 
weapon. Shoot him and then 
progress through to the ball* 
swinger. Move left and jump up 


and down, firing with the manta 
weapon. 

As the gun turrets are scrolled on 



screen, make sure you get them 
straight away. Watch out at all 
times for the sneaky guys who 
creep up behind you, making 
sure you turn and shoot them. 
Take the manta weapon and the 
baby food, then take the super 
shots. Most of the people who 
now appear can be killed by 
jumping and Firing from a 
distance. Soon you will reach an 
area where a group of grenade 
throwers are lurking below the 
stairs. These aren't as hard as 
they look and can be killed by 
leaping over the first grenade and 
by simply shooting them. Get the 
energy-restoring baby food, and 
prepare to meet the green ED209 
that comes to greet you. Now 
simply follow the same procedure 
as you did for dealing with the 
first one. 

Once again, shoot the gun turrets 
as the appear, and kill the guy 


LEVEL 6: 


with manta weapon. Wait For the 
first force shield to stop then 
proceed, and punch your way 
through the doors, quickly killing 
the little droids that appear with a 
low shot. Collect the triple shots 
and proceed cautiously until you 
reach the military ED209. it can 
be dealt with by moving left and 
jumping and firing. 

Basically, this screen is the same 
as the hostage one, so use the 


DICK JAMES: 


same method for disposing of 
him, 

Finally, if all the baddies are 
too much for you, pause the 
game by pressing return, hold 
down shift and type in ALEX 
MURPHY. Now, by simply 
clicking on the left mouse button, 
you will be able to replenish any 
lost energy! Thanks to Geoff 
Bailey of Leeds for that useful 
cheat. 


— sta51 sta — 
























Mitch, his Dragon and the Troll are back with all the news that's fit to print 
from the world of Adventures. If you have an adventure problem that needs 
solving, and you can withstand the Troll’s Ill-temper, write to the ST Dungeon 
and let the Troll bash your problems down to size. 


It r s no good, 1 can't keep ignoring it any 
longer. 3 have tried to keep the Dungeon 
Master content in the monthly scrolls 
under control to spare those who have 
not become afflicted by the passion. 
However, the mail which arrives each 
day is a testament to the overwhelming 
interest in the game; and who am I to 
fight it? Mlrrorsoft continues to tease us 
by again delaying the release of CHAOS 
STRIKES BACK. The next deadline is 
August, Although I have been sworn or 
the head of the Dragon that I will not 
reveal too much, l will reveal that an 
additional bag of 'DM r goodies will be 
given free with the first batch of CHAOS 
sold. Suffice it to say, if you had any 
qualms whether you should buy early, 
this additional incentive will clinch mat¬ 
ters. 

And still the letters pour in to cast 
scorn over all those who are unable to 
complete Dungeon Master using only 
one character. W. Lindsay of Glasgow 


and some madman called 'Morphus the 
Suicidal' of Aberdeen have written. Also 
T, O'Toole of Wariey, and Henk Van Der 
Lee of the Netherlands have gone so far 
as to send us disks containing SAVE 
games to prove their claims. Plus rude 
words about the Dungeon Crew’s obvi¬ 
ously wimpish fighting abilities! The Troll 
has declared that the next human who 
dares to write and cast doubts upon the 
Crew's prowess will be invited under his 
bridge for a lively exchange of frank 
views! 

Henk also provided some great 
snapshots of the Dungeon’s denizens 
which we will pass on to the front office 
where I'm sure they will prove of great 
help in decorating the Troll's letters. 

As I mentioned previously, we are 
still running a competition to win the 
'Secrets of Dungeon Mastery' book. I 
think I should explain to new readers 
that this unique manuscript reveals the 
legends surrounding the weapons and 


artifacts of the dark regions, and it will 
be presented to the reader who sends us 
the best drawings of the Dungeon Crew 
using the Character Drawing utility from 
Chaos Strikes Back. The Four Crew 
members are Mitch (Wizard), The 
Dragon, The Troll and Evil Edna 
(witch). Yes, i know the Dragon is invisi¬ 
ble to you, but don't push your luck! We 
will wait for a few weeks after the launch 
before giving the closing date for entries 
so don't panic, 

The book was written by Sir Edvarg 
the Onfasling and it was found amid the 
scrolls of a Cleric of Brenevoy 
Monastery. The good Sir Edvarg was 
unfortunately a bit of a braggart and not 
all of his writings can be taken too liter¬ 
ally. He does, however, give a full histo¬ 
ry surrounding the many artifacts found 
in the Dungeon and the wonderful uses 
which they can be put to. Cryptic verses 
are also to be found within the pages 
and from these scribbles the wise 
adventurer can tease out the solution to 
many of the Dungeon's secrets, 
Mirrorsoft seem unable at this time to 
obtain more copies of the scroll, which 
is a great shame as no self-respecting 
Dungeoneer should be without it. 

Before 1 relinquish the remainder of 
the column to the Troll, I must thank the 
overwhelming number of readers From 
all over the world who have taken the 
time and trouble to write to us. It would 
take another twenty pages to answer 
you all and It grieves us that so many 
must be left out. Be assured that all your 
letters are carefully read and appreciat¬ 
ed. Even the Troll is flattered by your 
kind words and help, but he would never 
admit if. 

Mitch 



Ah ha! Zak McKracken has, at last, found the first of the crystals, Bvt where are the others? 
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The crypt in King s Quest IV looks a rather interesting piece, maybe Find the right dealer end you'll soon be singing, "we're in the money...". 

Rose Ha should come beck afterdark. 




TROLL LETTERS 

Shining a light in 
Chrono Quest 

My mouse's ball is worn out examining 
every pixel looking for the candle m the 
rooms at the top of the stairs. My dicker 
finger is cracked, my button battered - 
still no candle. Unless exact X/Y co-ordi¬ 
nates are given, may your skin turn silky 
smooth, your eyes shine clear and 
bright, your figure, slim and boyish and 
you will kiss and cuddle the Pink Fairy 
forever, 

John Birch, 

London, 

Perish the thought! In the one room at 
the top of the stairs dominated by the 
crucifix, there is a cupboard on the left 
of the screen. On top of the cupboard is 
a picture (of your late mother). The can¬ 
dle is also resting on the same surface. 
Select the magnifying glass icon and 
'click', approx quarter of an inch to the 
left of the picture. 

You wouldn't like me to come and 
hold your sluggy pink hand as well 
would you? 

Clock Watching in 
King's Quest IV 

How do you get into the Ogre's House in 
King's Quest IV, and how do you get Into 
the tomb near the Mansion? 

P, Du eke r, 

Milton Keynes. 

I expect you'd be glad to get into any¬ 
where, if it gets you out of Milton 
Keynes! (Hoorayl - another million 
insulted humans to add to my list). 

As with all the King's Quest games, 
you'll find that time plays an important 
part in the solution. The door of the 
Ogre's house stays locked until you 
have completed your first task by taking 
the unicorn to the witch. After this the 
door can be opened, but the Ogre's dog 
is waiting for you just inside! 


The secrets of the Mansion and the tomb 
cannot be solved until darkness falls and 
then quite a few problems will 'unearth' 
themselves. Oooooh Aaah! 

Boring the Bore in 
Larry Suit Larry II 

Once in the aeroplane, a man attacks 
me and tries to give me a hair transplant 
and usually succeeds. How can I avoid 
him and get off the plane? 

Mathew Atkin, 

Wakefield. 

You were obviously in such a rush to get 
on-board, you forgot to take something 
to read. If you had searched the depar¬ 
ture lounge you would have found a 
really 'interesting' religious pamphlet. 
As our nauseating friend likes boring 
things, giving it to him will keep him out 
of your hair. 

If you can't find the pamphlet let me 
know, as I have a sack of mail from 
moronic humans which should have the 
same effect! 

Crystal Clear Solution 
for Zak McKracken 

1 have only ever seen one of the crystals, 
but how do I get it out of its casing? And 
how do I get the lights on in the dark 
caves. Is it something to do with the 
dance 1 learnt in Africa? 

S. Marshall (Badspelier Champion), 
Selby, 

l assume you are talking about the cave 
of the two-headed squirrel? 

There are no lights you can switch 
on, but if you search around the roof of 
the cave using the 'What Is r option you 
will find a bird's nest. Using the tree 
branch from outside you will be able to 
get it and put it in the fire pit on the cave 
Floor, You’ve now got the makings of a 
fire - if you have previously found the 
lighter, if you examine the clamps hold¬ 
ing the crystal you will see that it also 


includes a device which you last saw on 
your telly. I'm sure you remember how 
you sorted out that problem. 

As for dancing, whenever l start 
dancing, Mitch puts the lights out and 
cancels the party. 

The solution is 
beneath your feet in 
Legend of Sword 

I'm hopelessly stuck in Legend of the 
Sword. How do l open the gates In the 
Troll’s Lair. I've got a rope, but still can't 
climb into the cave in the cliFL 

C.P. Janes, 

Herne Bay. 

Contrary to what a certain human from 
Rainbird Software keeps telling me, I 
think the game Is very tricky. As these 
particular Trolls are no friends of mine 
(it's rumoured that they have a bath 
once a year, whether they need it or 
not!) I ll let you in on their secret. The 
key to the gates is hidden under the 
floorboards in the nearby room contain¬ 
ing the sleeping Troll. 

To get up to the cliff cave you need 
the grappling iron as well as a rope. 

Leisure Larry II 
Airplane Blues 

I am stuck on the plane in Leisure Suit 
Larry El. All the doors are locked and I 
am unable to get out, 

Chris De Silva, 

Singapore. 

Aaah, Singapore, Mights of balmy 
breezes, the smell of Tiger Balm, 
Strawberry flavoured Magnolia Milk, 
paper umbrellas stinking of fish-glue 
and sharing a taxi with an old Chinese 
lady and her chickens. How far this poor 
Troll has fallen. 

As for your problem, you should 
have bought yourself a meal before 
boarding the aircraft, you know aircraft 
food is horrible. If you order a Blue Plate 
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Always remember to examine everything. In Police Quest 11 try looking on the reverse side of 
your business card. 


On the Horns of 
Chaos 



bonny 

Detective’ 


Special and 1 Examine it 1 rather than f Eat 
it', you’ll find the solution to your prot> 
lem. (Thanks For the memories.) 

PD Disk Solutions 

1 am preparing a set of ST Adventure 
Solutions on Public Domain disks at 
£2.50 each (ind p&p). There are 25 ■ 
26 game solutions on each disk and the 
first disk is available now. Disk 2 is 
almost complete and disk 3 will be com¬ 
plete in the next 4 months. Please write 
to 32, Merrivale Road* Rising Brook, 
Stafford, Staffs ST17 9EB 
| Barnsley. 

I am impressed, 1 would never have 
believed that any human knew as much 
as the Troll, but Disk 1 is certainly com* 
prehensive. Anyone wishing to have a 
font of knowledge on just one disk would 
need to take a long walk to find a better 
offer. 

Pick a Card to find 
the Solution to Police 
Quest II 

In Police Quest II, where do I find the 



Chaos is a very elusive character. After killing 
his minions, use the Firestaff to fluvcage and 
fuse him. 


combination to my locker, so 1 can take 
out my gun? 

R Yeatman, 

Bristol. 

I'll confess the Dungeon Crew couldn't 
work out this one either and we were 
forced to ask for help from the Gnome- 
like Editor, Mick (boy-blunder) Clarkson. 
He swears he worked it out for himself, 
but I still have my doubts - no-one can 
be that good-looking and clever! (The 
cheque is in the post - Ed ) 

The answer is written on the back of 
your business card which you'll find in 
the car's glove compartment. Simply 
'Turn Over Card' to read it. 

Hit the Jackpot in 
Deja Vu II 

Please can you tell me if the Left 
Luggage clerk does anything in the 
game, and could you tell me which one- 
armed bandit pays out - if any] And just 
one more tip - where can I get some 
cigarettes? 

N Osborne, 

Lancs, 

l don't know where you can get tipped 
cigarettes - filthy human habit anyway 
The left luggage clerk does play a part, 
but as you obviously haven't found the 
left luggage ticket from the morgue yet, 
it's a waste of time worrying about him. 
As for the one-armed bandits: I suspect 
that you, like Mitch, Fell at the first fence 
and have not yet noticed the name tags 
on the croupiers' jackets. Ignore the 
bandits in the Las Vegas casino and, 
Instead, find the croupier whose name is 
mentioned in the newspaper article as 
your old friend. Operate the Newspaper 
on him to make him remember you and 
then you'll find you r ve hit the jackpot! 


I've freed the Rrestaff and killed the red 
dragon. On the level above there is a 
mean, homed guy who hasn't flinched 
after 5 hours of constant magical bar¬ 
rage. I can't get out because the stairs 
have disappeared. If you don’t answer 
this tetter I will face a Dungeon wall and 
cast a fireball. (I'm getting desperate). 
Stuart Lambert, 

Elgin. 

Look Bozo, use your marbles, (Marbles, 
Elgin - joke geddit?) The character you 
are facing is the ultimate bad guy - Lord 
Chaos himself. You can only kill him by 
surrounding him with a cage then fusing 
the bars. This is done with the FirestafL 
As he refuses to stand still, this ain't 
easy. The best place to do this is in the 
small end room on level 13 (one up 
from the bottom), In this room it is easi¬ 
er to manoeuvre him into a comer and 
then you have fewer sides to cage in. 

Preparing for Chaos 

Like a good many other people I am a 
DM fanatic, but I completed the game a 
year ago and now have a rather strong 
team. In fact one of my team is on 
Maximum Health and Stamina scores 
(i.e, 999). I am sure that there are lots of 
Dungeoneers that think their characters 
are brilliant with only 500*600 health 
and stamina. I am sure that everyone is 
dying to know what is beyond "Sixth 
Strength Master", \ can reveal to you 
that it is "ARCH MASTER" and I’m pret¬ 
ty positive that it is the top level one can 
achieve. I have just one question: Does 
anyone know how to make a FUL 
BOMB? (Roll on Chaos) 

Giles Morgans, 

Herts. 

What can [ say? You are obviously as 
mad as Mitch and the Dragon! 
According to my tome of magic, there cs 
no way of making a FGL Bomb. Race 
you to the bottom of the next levels? 

Through gritted fangs, 1 must thank R. 
Marshall of Cheshire who has kindly sent 
a complete solution to Space Quest 111, 
and Scott Ramsey of East Preston for a 
detailed map and solution to Guild of 
Thieves. (! could have finished them 
myself if I wasn't kept so busy thanking 
smug humans for their dammed solu¬ 
tions!) The deadly duo 'Wingnut and 
Wingnut' from Shropshire are also to be 
congratulated and thanked for complet¬ 
ing Hollywood Hhjynx and sending me 
the solution, 
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"We found the dusty scroll lying by the Dungeon door 
when we awoke. Its message was short and to the point. 

'You are summoned to attend the Quest of a Lifetime. 

Make haste to Chistlehurst Caoes and await further 
instructions - signed Princess Beoerly'. A glance into the 
crystal ball repealed that this destination was none other 
than the home of the Labyrinthe Role Playing Club, but 
what was behind the curious note? Pausing only to strap 
on a few hidden daggers, and to remind the Dragon about 
his behaoiour regarding princesses , we set off into 
deepest Kent." 


Upon our arrival at the cave entrance 
we were greeted by the sight of a mot¬ 
ley bunch of journalists, being interro¬ 
gated by a knight and a ranger in full 
regalia. We were informed that within 
the portals of the cave the simultane¬ 
ous launch of a new RPG book, a tele¬ 
phone adventure and computer arcade 
game was about to occur. All three 
products were based upon the LOME 


WOLF Gameplay books which have 
already enthralled many millions of 
fans. Rumours of gold, magic and free 
booze swept through the jostling 
throng. As we filed into the dark 
entrance, each visitor was scrutinised 
by the entrance guards and allocated a 
new identity. It transpired that my nose 
revealed definite traces of Ore ances¬ 
try (i.e. piggy!) and I was accordingly 


allocated the persona of 'Teweg the 
Cut-throat 1 . Thanks a lot, lads. 

Foul monsters of every description 
had been ’bussed in 1 from throughout 
the realm to ensure that the journey 
through the dark corridors to the main 
cavern should be as scary as possible. 
At this point a short apology should be 
made to the unknown individual who 
jumped out and shouted Bool as the 
Dungeon Crew passed by. Sorry about 
that, but Dragons tend to punch first 
then ask questions... 

As the throng waited for the launch 
to begin, scantily dad wenches passed 
around the trays of Meresquid Saltd 
and Wild Boar with Saffron Bread - all 
of which tasted abominable. We heard 
one gentleman ask what the horrible, 
‘Boiled Swampviper 1 was. 

'Swampviper, of course 1 , was the 
reply. Exit vomiting journalist - stage 
left! 

Eventually the author of the Lone 
Wolf books, Joe Dever, arrived to 
introduce the first of his two novels - 
'ECLIPSE OF THE KAi 1 and THE 
DARK DOOR OPENS'. These sagas 
began life as Fighting Fantasy books, 
but have now been rewritten with the 
assistance of John Grant as fully - 
fledged RPG epics which are designed 
to appeal to older readers. (NOTE: 
The Dragon has subsequently read 
Book 1 and has given it his ‘Claws up 1 
seal of approval.) The books are pub¬ 
lished by Beaver Books at £2.50. 

To coincide with the book's publi¬ 
cation, the assembled throng were 
then treated to the introduction from 
THE FORTRESS OF DOOM', a new 
telephone adventure game based 
upon Lone Wolf. As we stood in the 
flickering lamplight, the cave rang with 
the sonorous tones of a Valentine Dyall 
sound-alike. The voice of the 'Man-in- 
Black r , dripping with menace and evil, 
described our first glimpse of the 
coastline of the Kingdom of Sommer- 
land. As you guide your small craft 
towards the wind-blown harbour that 



Escorted by a rather 'merry' looking guard, Mitch (centre) and the Dragon carefully made their way through 
the dark, dank caves. 
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Upon meeting a guard. Lone Wolf draws his 
sword and prepares to do battle. 


Using the walkways and ladders our hero must 
search the forbidding castle in search of 
^ his quarry. 


crouches beneath the high walls of the 
black tower you are given the chance 
to make your first decision. Will you 
head for the small sheltered inlet, or 
steer for the battered wooden shack 
on the rock promontory? This ’FIST- 
style' game has the added feature of 
voice recognition which enables the 
player to speak his commands rather 
than by pressing the telephone keys. 
The game recognises the spoken 
numbers I to nine and the options 
YES and MO. If you do not tear the ter¬ 
rors of the fortress (or the buckle on 
your fathers belt), the number to ring 
is 0898-300-341. Remember it costs 
38p per minute peak rate and when 
you compare that with the book price 
of £2.50 I'll leave it to you and your 
God to decide what path you choose 



to follow. 

In the rear of the shadowy cavern f 
demos of the computer game, LOME 
WOLF - THE MIRROR OF DEATH 
were being put through their paces on 
various computers. The player's object 
is to manipulate our hero up a series 
of ladders and platforms and over¬ 
come by means of sword or sorcery 
the various baddies that lurk above. 
Our young hero's training in the arts of 
war was cut short when all his teach¬ 
ers were massacred. For this reason 
you may choose any 4 from 8 skills 
available to Kai warriors to assist you. 
These options include invisibility, 
Mindblast, Power of Healing, Kinship 
etc. The game looks somewhat similar 
to the BAR BARI AM game from Psylg- 
nosls and it has been designed by Ian 
(Jpton who formerly worked on 
BEYOND THE ICE PALACE, The 
game has been programmed by MR 
MICRO (programmers of ELITE) and 
will be marketed by AUDIOGENIC 
SOFTWARE. 

To round off the festivities it was 
announced that a prize would be 
awarded to whichever guest could 
solve a series of puzzles which would 
reveal the identity of Lone Wolf, who 


'The Dark Door Opens’ and 'Eclipse 
Of The Kal', the first two books of the 
Lone Wolf Series to appear. 


was disguised amongst the crowd. 
After much squealing in the dark the 
sorry individual was uncovered, beat’ 
en about the head with rubber axes, 
and a winner pronounced. At this 
point, in a swirl of organdie, 'Princess 
Beverly' appeared. Looking like 
Shirley Temple who had gone past her 
'sell-by' date, the Princess duly pre- 
seated the winner with an engraved 
Lone Wolf tankard and then escorted 
him to the tavern where it was Filled to 
the brim with bubbling Laumspur 
Cocktail. Serves him right! 

It was then but a short walk back 
through the caverns, during which we 
had time to discard the Swampviper 
rolls and dub a few rival journalists, 
before we again reached the sunlight 
and the happy road home. [ *■ ji 
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As usual, this is a seemingly straight¬ 
forward arcade game which has an 
imaginative and complex legend 
attached to it. Set in a long forgotten 
world, where life is ruled by the moods 
and fancies of wizards and druids* the 
people of Tajenhort and the dwarves of 
Kendron sent expeditions to the 
bewitched and land of Khorndal* but 
they never returned* However, two 
adventurers called Wuron and Pulgram 
succeeded and discovered a document 
which talks of a magic starbail contain¬ 
ing immeasurable power. It gets more 
complicated! Mow your task is to enter 
the dragon's castle and accompany a 
magic starball through the rooms* This 
is achieved by creating a safe route For 
the ball using magic and directing it 
into a certain field* All will be explained 
■ with any luck! 

One or two players can play 
although obviously* the game is made 
twice as difficult with two wizards. The 
screen displays a traditional/style plat¬ 
form game. Your magic power is indi¬ 
cated by two bottles of potion which 
keeps the ball in this dimension. If this 
power diminishes the ball will return to 
the parallel dimension. Meanwhile, test 
tubes show how much energy you have 
and your strength withers rapidly when 
touched by a monster or standing in 



GRAPHICS: 52% 
SOUND: 55% 


LASTING APPEAL: 58% 
ADDICTIVENESS: 51% 


DIFFICULTY: AVERAGE 
1ST DAY SCORE: 700 


On the surface r Spherical , is a sim¬ 
ple platform romp, buL beneath 
runs a more involved game of 
Gauntlet proportions * This is an 
enjoyable game, but its strength 
lies in Us detail rather than Us 
physical appearance. The graphics 
arc small and uninteresting, but 
this is made compensated by the 
clever game-play content The two 
player option is great fun and the 
task of directing the sphere 
throughout dozens of very simitar 
rooms is made tricky by some inge¬ 
nious hazards and adversaries. A 
must for experienced platform 
game addicts. 




"Hubble, bubble toilet trouble - gadzooks and 
foresooth! A game of wizards, druids, potions 
and poisons, all rapped up in a platform game?" 


SPHERICAL 

— — — — RAINBOW ARTS (£ 19 , 95 ) m — — — 


There's just no hiding it, whosoever programmed Spherical must have been a 
fan of the CI,S. Gold title, Solomon's Key. The gameplay is much the same as its 
predecessor, the subtle blend of strategy and platform blending nicely to create 
a most curious game. Spherical neither had me begging for another go, nor did 
it have me thoughtlessly casting it aside. The game's graphics are, for the most 
part, well presented t helping to add that certain atmosphere to the game play. 
The sound , whilst not being too bad, was instantly forgettable * For me. 
Spherical just doesn't have that certain 'je ne sais quoi'. Pity. 

SM 


pools of add which simply ruins the 
hem of your wizard frock. As described* 
you must direct the ball from room to 
room and this really depends on your 
skill with the magical powers at your 
disposal and tapping F4 gives a full 
description of the spells. Joystick con¬ 
trol over the little wizard is limited and 
so your journey through the castle can 
be aided or hindered by stones, Some 
of these blocks car be walked on and 
climbed while others are immovable 
obstacles and some even produce lethal 
acid. 

Doors in the castle can only be 
opened with amulets of the correspond¬ 
ing colour. Each door conceals a dia¬ 
mond which represents wealth, and if 
you ever get out of the castle, you can 
buy that razzy wizards cloak you always 
promised yourself. As you move the 
sphere throughout the castle* there are 
a number of objects to collect which will 
aid your task. Discarded wands enable 
you to take the ball straight Into the 
next room, while drinking bottles of red 
potion revitalize the old wizard. Rubbing 



magic lanterns endows the wizard with 
temporary Invulnerability and sparklers 
encircle the doaked-one and trounce 
any adversary who threatens you. 
Generally the wizard has heavy boots 
and you must rely on the stones to 
reach higher planes* But gravitation 
switches can change the gravitational 
behaviour of your spherical protege 
which makes life a lot easier. But hurry 
the sands of time are sifting away* 

IH) 
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Pleaw lend Cheque. PO.' fttceii. Vha Hu. jnd«ipir^ [Idle Its Dtp) 5TA7 

PKKMIKK M Ul ORI)J-:R 

& BUCK WINS SQUARE, BURNT MILLS. BASIL DON. ESSEX SSI 3 1B| 

Pli -ni" < r tintmbf:f to itdle the mate ititti rtwdfl <d your computer whrn oaring PiPlm LK 
Eucope odd £1 per Hem. Lhewbere jrlit £1 per item tor jirm^il. 

Telephony Order OJ6B 59Q766 rcltM« koI on day of re leant 


PRKMIKR 1 V 1 A. 11 
ORDER 

$ Trybridge l leb 


F IftCornhac Pil« 
Failcen fit]. 


R ^.. 

Run ihc Oammlcc .—„.... 
S Davis World Snooker 

Silkworm.... 

Skycharf... 


Jomi or 

Kennedy Approach 

King af Chicago. 

Kricial 


AftcrburoCr 


Airborne Ranger. 

Aikantsd Rev of Doh. 


Manholtui Deah 


Hamer 


M^ri?. Whiiiaker. 


SpcedbalL 


Olasteroida 

1L9» 


Cb«B Master 2000 
SS9 


Fi( Disc Eoropoun 

I’ll Disc: Japan. 


Storm Trooper.... 

5.T.O.S. 

Stos CompiL-ci.... 

Stos Maestro. 

Stos Maestro Flu; 
Sura Spires 600. 


Barbarian 2 Pal. 


MiLlaunLum 2. 


Bawan Capcd Cftua&r 

BaLtlczonn... 

Bermuda Projffil .. 

Bio Challenge.,.. 

Bipod Htrney „. . 

Btitlitxjr.al. 


Mindshaitow 


Football Director 2. 


Mini Office Canms. 
Mini Office Spread.. 


FoubuJl Manager 2 .. 

Fool Man 2 Exp Kit.,,_, 

Forgoisai Worldx. 

3’un School 2 (Under 6) 
Fun School 2 (6 io 8). . 


Nigel Mamed 


Night Hunter 


Super BrcaKoul. 


Borrowed Time, 


Super Hangoii 


Operation Homiu^ 


Lomtwrd RAC Rally 
14.99 


Typhoon Thompson 
11,99 


Running Man 


Operation Wolf.. 
OuItufi EvtOpO ■ 


Chaos Suites Back. 
Chuckle Bgg E or 2 
Cotossus Chess X... 

Crazy Cars 2. 

Dakar '8?.,.. 

Damocles .. 


Teenage Queer 
Tcsldriwc. 


Fusion 


GddEegwts Domain 
CarfKtd...„. 


Garfitld Winner 


Prmuiii Mu.al 


Cosmic Pirate 
11.99 


Grand Prui Sim 


Premier Collection. 


Darius &9. 


Guild pf Thieves. 


4 Soccer Simulator, 


Tracksuit Manager , 
Tranlur...... 


,11.99 Guttisliip. 


Raffics....... 

HtirtbO 3...,™.... 

Renegade \ or3... 

Return of Jedi_ 

Return t&Genesis. 


Dungeon Muste r 


H K Maihini 


Triad_, _,. 

Typhoon...,.. F ....^..„ 

Uninvited.„.... 

Vindicaiocs fDaruA) 


EnxnairoNc 


Holly wood Hi Juts. 


Empire SEikcs Back. 


Hostages. 


Euro Space Shuttle, 


Inc Shrink SpSterc 


Robocop. 


MILES BETTER SOFTWARE 

219-221 Cannock Road, Chadsmoor, Cannock, 
Staffs, WS112DD Tel (0543) 466577/8/9 


First Word Plus V3. 

Ward Perfect V4. 

Signum El. 

Datamanager Professional 

Devpac ST v2. 

STOS ... 


Kennedy Approach 


..£18.95 Demons Winter. .£19.! 

..£14.95 Deja Vu 2.,.E1S.E 

.,£18-95 Sorcery Lord...£19.! 

..£14.95 

GRAPHIC D£SPGN/CAD 

FEairpaint. 

Hyperpaint. 

Video Hilling.*.+*,*. 

Cyber Sculpt.,, -. 

Cyber Texture . 

Cartoon Design Disk.. 

Supercharged Easy Draw, 

GFA Draft Plus. 

Degas Elite....... 

Cyber Studio...,.,.*. 

.£16,95 Cyber Paint... 

.£19.95 Cyber Controller. 

,£14,95 Spectrum 512... 


RVF.. 

KickOff.. 

Forgotten Worlds 

Savage.. 

3D Pool....,. 

Leads rboard....... 

Red Heat. 

Wicked. 

Rick Dangerous ., 

Silkworm. 

Wised Dreams..... 

Th underbird s. 

Airborne Ranger, 
Precious Metal.,.. 
Run the Gauntlet 

Voyager,,.. 

Outrun Europa..,, 

Millenium 2 . 2 . . 

Bio Challenge 
Archipelagos.. 


.£10.95 Qou bl e Dragon 
.£14.95 


Falcon... 

Ope ration Wolf. 

Heroes of the Lance . 

Dragon Ninja... 

Typhoon Thompson.. 

Running Man. 

Grand Monster Slam 

STAG... 

Microprase Soccer. 

Hollywood Poker Pro 


£22.95 ACCESSORIES 

£59.95 Atari Mouse Lead.. 

£42.95 ST to Scatty... 

£22.95 Trackball. 

, £79,95 ST Ope n e nded lead „... 

£99,95 3M Mouse Extension. 

£18,95 Mouse Lead....*.. 

£59.00 ST to Composite (2 phono). 

£55.00 ST to Centronics... 

£45.00 Mouse Mat (hard). ... 

,£45.00 Joystick/Mouse Extensions ...„. 

ST to Midi (2 leads). 


ADVENTURE/STRATEGY 

Balt lechess. 

Btoodwych. 

Space Guest 3, 


Borodino .. 

F-f 6 Combat Pilot. 

War in Middle Earth.. 

Sargon III Chess. 

Collossus Chess X... 

STAC... 

HitchikersGuide 
Manhunter New Vork 
Leisure Suit Larry 2 ,. 
Galdregons Domain.. 
Fed of Free Traders,, 

Kings Quest IV. 

Talespin... 


£10.95 UTILITIES / BUSINESS 

.£14.95 Mini Office Spreadsheet.£19. 

,£18.95 ST Replay 4. ,£64 

.£ 18.95 Supertax Personal 2 . £79. 

.£29.95 Home Accounts.*.£21. 

,£ 17.95 Utilities Plus.£24 

.££2.95 Word Up... *„,..£59 

.£22.95 GFA BASIC V3.,,,,.£45 

.£15.95 Pro Pascal. £89 

.£22,95 Pro Fortran „.£109 

.£22,95 Su perbatse P rofess ional..£149 

.£24.95 Mark Will rams C... ,...£109 


HARDWARE 

Philips 3833 monitor .. 

Star LC10cot. Printer.. 

Vision 4200 cotour monitor... 

Philips Pro CMS852. 

Star LC10 printer inc lead...,. 

Star LC24-10 printer.. 

Atari 1 Meg Internal Drive. 

NEC 1 Meg Internal Drive. 

Epson Lx600 printer . 


Robocop 


Populous,., . , 
Fun School II. 
Powerdrome. 

R-Type. 

Elite..,... 


Stargiider 2 


Lombard RAC Rally. 


PLEASE CALL IN AND SEE THE LARGEST SELECTION OF SOFTWARE IN THE MIDLANDS 
ALL PRICES INCLUDE POST AND PACKAGING AND VAT AT 15% ALL PRICES ARE SUBJECT TO AVAILABILITY 
PLEASE MAKE CHEQUES PAYABLE TO: "MILES BETTER SOFTWARE" 

ACCESS AND VISA ORDERS PHONE (0543) 466577/3/9 
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Using me trampoline is far from easy. To be made to jump any height, our onscreen persona must 
first propel himself in the sir, and then bend his knees as he lands, thus propelling himself even 
higher. Then, and only then, when sufficient height is gained, should the somersaulting begin... 


The idea of basing a game around the 
circus is a sound one, and Golden 
Goblins have succeeded where 
Tynesoft previously failed. All of the 
thrills and spills of the big top are 
here, from the expectant hush as the 
performs high ah 

the audience, to the daring of ti 
knife-thrower, Each event is playable, 
but none of them really held mu 
attention for tong . However, 
package, Circus Attractions is -a q 
one that deserves consideration . 

JS 


"Once again, all the 
thrills and spills of the 
circus make their way to 
the ST. So prepare to 
'Roll up, roll up', and take part in Rainbow Arts' Circus Attractions." 



GOLDEN GOBLINS (£19.95) 


After a brief rendition of some typically 
big top music, Circus Attractions unfolds 
its options. Aesthetically, it looks like it 
is another in the tong line of the Epyx 
r Games' series - Clown Games, perhaps! 
And it offers options, such as one or 
two-player games, as well as an option 
For the contestants to practise each 
event individually. Once you have entered 
your name onto the roll of honour, it is 
time to don a pair of daft trousers and 
get ready for the first event, 
Trampolining. 

Controlling a cute-looking little 
clown, you must make your red-nosed 


alter ego bounce on the piece of taut 
material, collecting any bonuses and bal¬ 
loons as he does so. Below the main 
bouncy action there is a metallic-looking 
bar, and this indicates how interested the 
crowd are in your performance. With 
every successful bounce you perform, 
this bar raises, but if you Fall off too 
much or land on your backside, the bar 
will sink until all of the crowd have gone 
home. To keep them watching, though, 
the trampolinist can perform a number of 
fancy routines such as somersaults and 
the like. 

The next attraction is the Tightrope 


Colourful, £haf r s the best way to 
describe Golden Goblins' latest 
game, Circus Attractions. Each event 
is wonderfully presented, and accom¬ 
panied by some pretty good tunes 
t oof But, what makes Circus 
Attractions stand out from the crowd 
is its undeniable playability. AH floe 
events are well presented, obviously 
a great deal of thought has gone into 
this game , My personal favorites 
were Lhe juggling and the knife 
throwing eocrats. The game’s anima¬ 
tion is exceptionally well done and, 
combined with the various little 
touches, Circus Attractions is a high¬ 
ly enjoyable game. 

NC 



walker. Mysteriously, we change from a 
down into a scantily-clad woman as she 
makes her way across the thin wire, high 
above the expectant crowd. Arms out¬ 
stretched, our leotard-wearing persona 
must make her way across the diagonal¬ 
ly-scrolling wire, performing incredible 
feats, such as handstands and backward 
somersaults. Should the daring young 
lady lose her balance, she will falter 
slightly, waving her arms in agitation. 

The joystick is used to steady the hor¬ 
ror-stricken girl, but if you fail, she plum¬ 
mets to the ground. All the events in 
Circus Attractions can be played by two 
players, but the Tightrope is the most 
interesting - especially since the second 
player is balanced on the other’s shoul¬ 
ders! 

Juggling next, with a large, fully-ani- 



The daring young fady on the htghwire takes her life in her hands - literally - as she performs an out¬ 
standing handstand. In fad, this trick Is so hard, the game only allows you to do one In each perfor¬ 
mance. 


— STA 60 STA — 




















Circus Attractions is the game 
Circus Games should have been. 
Each of the fine events is well pre¬ 
sented and playable, and the whole 
package hangs together well. 
Throughout the game, the sound 
and graphics are used well, with 
the latter featuring some very 
endearing clowns. And, In addition 
to these nice graphics, the nice 
sound, and the playable sub- 
games, the whole thing is rounded 
off with presentation which is welt 
up to the standard of the Epyx 
r Gam<?s J series. Well worth a look , 


clown, you must make him land on the 
other seesaw, sending the waiting clown 
flying, and so on. Various bonuses can be 
collected as they fly through the air, and, 
as in all the events, the scores are saved 
on to the hlgh-score table. US 


The juggling Is perhaps the act that requires the most skill. As your dumb assistant throws the 
balls at you, perfect timing is needed to keep them up in the air - then there is the annoying lithe 
down to contend with. 


mated clown catching and juggling any¬ 
thing thrown at him. To his right, a 
voluptuous assistant keeps throwing 
balls at him, and the clown must simply 
keep the balls in the air. Hindering your 
attempts is a tiny motorbike-riding down 
who keeps getting in the way. However, 
this aggravating little fellow can only per¬ 
form three journeys, so he doesn't get in 
your way all of the time. The perfor¬ 
mance is over when the balls are 
dropped, but at his disposal the juggler 
has his feet, and a friend if he so wishes. 
The deadliest of all the attractions next ■ 
the knife-throwing! Assuming the role of 
the daring knife-thrower, you must throw 
dozens of the deadly blades at your even 
more daring assistant. Your oh-so-brave 
ladyfriend is tied to a wheel at the other 
end of the ring, and is spun by two of 
your colleagues. By using a cursor, you 
must aim and throw the knives, hopeful¬ 
ly not hitting your revolving assistant, A 
screen to the right of the action shows 
where the knives land, with bonuses 
being given for close shaves. Should you 
hit the girl, though, the game will be over 
as the stage hands run on to patch her 
up. 


We end our contest on a light-hearted 
note, with the performing clowns. The 
screen depicts two seesaws on either 
side, and balanced on these are the fool¬ 
hardy clowns. Pressing fire, causes one 
down to jump on his end of the seesaw, 
sending his friend flying through the air. 
Using the joystick to guide the airborne 



GRAPHICS: 81% 
SOUND: 67% 

LASTING APPEAL: 70% 
ADDICTIVENESS: 73% 


DIFFICULTY: AVERAGE 
1ST DAY SCORE: 3400 


a Having positioned your cross-hair cursor, pressing fire takes a knife from your assistant, and 
T 1 releasing ft, throws it tf your timing is good, and it just misses the girl, the computer declares it 
a nice 1 throw. Hit the girl and She - rather tolerantly. I think - calls you a fool. 
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^ Reminiscent 
^ of the old 
'Clowns and 
Balloons' VCS 
game. The 
Jumping Clowns 
event is probably 
the most playable 
of the five. Good 
liming and hand- 
to-eye co-ordina¬ 
tion are needed 
to catch the 
bonuses AND 
safely get the air¬ 


borne fool to the 
other side. 
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S/eeping Gods Lie reminded me 
very much of the Freese ape range 
of games . The task to wake the 
’ Sleeper' is by no means easy - / 
oniy managed to complete the first 
two missions before l finally passed 
away. The graphics move very 
smoothly and the characters within 
the game are all exceptionally well 
drawn and animated. The sound 
was a little sparse, although this 
fact didn't detract too much from 
the game. SGL manages to com¬ 
bine the aduenture element nicely 
with a more arcade feel. As a first 
release, Sleeping Gods Lie is excel* 
lent It*s by no means easy but nev¬ 
ertheless it does keep gou coming 
back for more- 

NC 


"The eoil Archmage and his minions must be stopped. The people of 
Tessera have only one hope, the Sleeper. But, just who will wake him?" 



EMPIRE (£24,99) 


The gods who once controlled the world of 
Tessera have long been banished. The 
townsfolk now live in constant fear of the 
Emperor, the Imperial court at Morav and. 
perhaps most of all, the Archmage. 

Legend tells, however, of an all-powerful 
god, capable of destroying this evil 
Imperial reign and once again, leading the 
world back into happier times. Of course, 
there is a catch. The great god PfGnir lies 
dormant in a hidden cave. The location of 
the ’Sleeper 1 has long been kept a secret 


but now he must be woken. Fabled tales 
tell of how the great f Sleeper’ can be 
roused but, as of yet, no one has attempt¬ 
ed the massive task, 

It had been a restless night and I 
awoke just after dawn. Climbing from my 
bed 1 rubbed away the mist created by 
early-morning eyes, Lying in a crumpled 
heap on the doormat were various leaflets 
and, no doubt, bills. Of them, a small tat¬ 
tered and tom pamphlet caught my eye; a 
hurriedly written piece of propaganda 



LOADED 


,r WeU m*t f friend I ant Arun. ofisn call*d tlie Hermit - the Hermit of 

‘Gaila - though I only shun the company of the Archme^'s agents, I 
would aid vour quest* but a certain map of mine lifts been stolen, if you 
could possibly recover it? J 


The Hermit needs your help. Find his map and you might just receive some kind of payment. 


telling of an uprising against the all-power¬ 
ful Archmage and the Imperial court at 
MoTav. A bitter smile crossed my lips; 
such dreams never amounted to much, 
except maybe the mysterious disappear¬ 
ance of their instigators, [ glanced at the 
remaining pile of literature, another can¬ 
vassing document from Morav lay half-hid¬ 
den under the heap. It seemed ironic that 
the Imperial court could print and dis¬ 
tribute such nonsense so freely, while the 
small partisan forces were forced to creep 
around in the darkness delivering their few 
words of hope to a desperate audience. 

My thoughts were suddenly interrupted by 
a loud crash at the front door! The 


/ remember seeing a demo for this 
ages ago when it was called 
Stephen's Wonderful Game . It has 
come a long way from thenincorpo¬ 
rating smoothly *updated graphics 
with an involving task, and making 
in the process a generally enjoyable 
game. It will take ages to beat 
Sleeping Gods, and / can't truthfully 
say Tm going to keep on until / do, 
but I can definitely see it appealing 
to the Dungeon Master and 
Galdregon’s Domain fans out there. 
From what I haue seen of games 
released for this genre recently t this 
is up there with the best 
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Archmage's agents, it must be. Frantically 
I tried to open the back door, the key was 
missing, I turned and froze. Bracing 
myself I paused, a cold sweat enveloped 
me. Gathering enough courage I tip-toed 
across to the bolted doorway; behind it l 
could hear the very faint sound of tortured 
breathing. My curiosity heightened; 1 
pulled on the handle* Before 1 even had 
time to look at who, or what, had ham¬ 
mered on my door it flew open, knocking 
me to the side. There,, in a heap on the 
floor, lay a Kobbold* Once, these very 
creatures had provided a fundamental link 
for the people of Tessera; now, for myste¬ 
rious reasons, they had become a rare 
sight. I gazed at the bruised and blooded 
body - this poor fellow had obviously met 
one of the Archmage's patrols* 

My instant reaction was to help the 
wounded Kobbold, but 1 stopped in my 
tracks when he began to speak: "We 
Kobbolds - we have been attempting to 
wake the Sleeper, N r Gnir t but it is difficult. 
We need a device from this kingdom. Four 
of us were sent to get it... but the 
demons... all dead... no time; take device 
to Sleeper. Go! H , The dying Kobbold 
pushed an odd-looking iron bangle into my 
hand* 'The hermit... Ir It was too late, he 
had gone. 

I considered the brave creature's 
request* Unauthorised travel had been ille¬ 
gal ever since the Archmage had seized 
power in the name of the Emperor* It all 
seemed so unlikely, a dying Kobbold, flee¬ 
ing from an Imperial troop and muttering 
about the 'Sleeper', turning up on my 
doorstep. Why should I try this foolhardy 
mission? There was nothing to suggest 
that the Kobbold's tale was true - legends 
of the 'Sleeper' were rife t who was 1 to 
deny destiny? 

Having read a rather elaborate book at 
the beginning of the game l gingerly 
entered the world of Tessera. The screen 
is split into eight different portions* The 
main one being a window displaying all the 
action in your immediate area. On the left 
hand of the screen are three dials: a com¬ 
pass, a health indicator and an icon 
depicting which weapon your character is 
currently using* A inventory bar at the 
base of the screen indicates what you are 
carrying and how much ammunition you 





You c-ft the fftrtdy ittowL 




LOADED PEBBLES. 


vou scramble down into the onciem-hewn 


Hoidin* the lantern carefully 

tvnnefi of the dwarves. 


The inhabitants of ^ 
the islands don’t 
seem to like intruders, 
protect yourself with the 
many pebbles that are 
lying about. 


The dwarves have stolen 
the local Prince's crown. 
Only the bravest, or 
dumbest, adventurers 
would venture deep 
into these cavens. 


have. On the right of the screen are a fur¬ 
ther three dials which display the local 
time, your magical presence and an icon 
displaying what, if any, armour you pos¬ 


sess. The quest to wake the Sleeper 1 is 
split into a number of mini missions. 
Control can be with any combination of 
joystick, keyboard and mouse. 


Oxford Digital Enterprises took nearly eighteen months to create this adven¬ 
ture* WTtffe I'm not normally a great fan of these types of games t l found 
Sleeping Gods Lie an exception. The first thing that struck mo u>as smooth¬ 
ness of the 3D graphics and the way in which the inhabitants of Tessera mooed 
- in fact , if I hadn't knotun it was from Empire I would have guessed the game 
was another of Incentive's creations , I'm also glad to see that players are 
allowed to use any combination of controls they wish. To sum up: Sleeping 
Gods Ize is a well presented game that will offer its players hours of challeng¬ 
ing fun. 



EtfPTY SOilL 


PEBBLES—,. 29 j 


smmmEii.a 



Jusl one of the games many puzzles. Try feeding the mouse with some mouldy cheese to pass* 




GRAPHICS: 71% 
SOUND: 53% 


LASTING APPEAL: 84% 
ADDICTIVENESS: 73% 

DIFFICULTY: AVE/HARD 
1ST DAY SCORE: N/A 
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"In Navy Moves, we see 
a wet-suited hero make 
his way through 
several action-packed 
levels , battling against 
all manner of aquatic 
creatures. What's more, 
there isn't a box of Milk 
Tray in sight /" 

Having successfully completed your 
dangerous mission in Army Moves, 
once again you have been assigned Eo a 
top-priority mission. A □■5544 is 
threatening civilisation with its onboard 
nuclear missiles, having fallen into ter¬ 
rorist hands. Your mission is to infil¬ 
trate the submarine, plant a bomb near 
its reactor and escape before it 
explodes. However, actually getting to 
the stolen submarine isn't going to be 
easy, as reports show that the loca] 
waters are alive with mines and deadly 
sea-life. 

As in Army Moves, each of the 
stages involves making your way 
through various enemy-infested hori¬ 
zontally-scrolling stages. The First part 
of your mission sees our wetsuit-clad 
hero searching for a secluded spot 
where he will be able to don his scuba 
gear and begin an underwater search. 
As the motorboat bobs along the turbu¬ 
lent waters, a long string of mines 
appears to the right of the screen, 
scrolling inexorably towards our hero. 
Contact with these is fatal, sending the 
player back to the start of the level, 
and they should be avoided by manoeu¬ 
vring the boat so that it bounces over 
them. As you get nearer your target, 
the volume of mines increases until 
there is very little room for mistake, so 
only pixel-perfect bouncing will get you 
through. 

Having scraped his way through the 
mine-infested waters, our hero stops 
his boat and begins his underwater 




GRAPHICS: 72% 
SOUND: 80% 


LASTING APPEAL: 55% 
ADDICTIVENESS: 50% 


HARD 

ISf DAY SCORE: N/A 



NAVY MOVES 

■ ■- E) DINAMIC (£19.95)1— « mm tmm 


Like its predecessors r Army Mooes and Game Ooer 11, Navy Mooes suffers from 
being somewhat too difficult - the first stage took me nearly an hour to con¬ 
quer1 Still , once / had mastered bouncing ooer mines l soon had a chance to 
marvel at the game's graphics. Accompanying the action , there is very catchy 
tune, but this r unfortunately, is the high-point of the whole game. Basically, 
Navy mooes should only be considered if you like games so frustrating that 
they have you pulling your hair out - and you wouldn't want to do that now, 
would youl 


NC 


1 


Like all of the other Dinamic 
games 7 Flaoy Moues suffers from 
being too hard. Time and time 
again r / would be merrily bouncing 
along in my dinghy or floating 
around in my mini-sub, when the 
ungenerous collision detection 
would kill me off, sending me back 
to the start of the level . A small 
concession has beeen added in so 
much that there are now markers 
which, when passed, stop you 
being sent right back, but the game 
is still frustrating - too frustrating 
to be worthwhile, in fact. 


SM 


search. Once submerged, he must 
attempt to locate an entrance to the 
building where a MK 1 'Bathyscape 1 is 
kept. The unusually-named Bathyscape 
is a prototype mini-sub that will reduce 
the time it will take to reach the □- 
5544 and, as time is of the essence, its 
capture is imperative. Between you and 
the mini-sub, though, is a deadly school 
of sharks and a group of guarding ter¬ 
rorists who must be avoided or shot. 
Eventually, safe passage to the waiting 
Bathyscape is gained, and another 


scrolling level begins. This time, danger 
appears in the form of crushing octopus 
and snake-like sea monsters, but they 
can be destroyed by using the 
Bathyscape s on-board missiles. 

Finally, the mission nears its end 
when entry to the sub is gained. Before 
the bomb can be planted, several codes 
must be forced out of the senior crew¬ 
men. Once the codes have been gained 
and you have found your way through 
the sprawling four-w ay-scrolling to the 
detonation point, ail that remains is to 
plant the bomb and make a hasty exit 
before it explodes, 



Having made It on board the enemy sub our 
hero sets about his search for the commanding 
officers, torching anybody who stands in his 
way. 
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So you've completed that game... 

What's next? 


Is there 'life after joystick*? Yes. ST World is the only 
magazine in the UK which specialises in the more 
serious side of ST computing. If you want to find out 
more about how your ST works, and how it can help 
to improve your lifestyle, then tune in to ST World 
every month. 

In addition to a host of regular features covering: 
Public domain software, MIDI, communications and 
programming, you will find question, answer and 
opinion sections In the form of I/O (letters) and the 
Programmers' Clinic (where typical programming 
problems are aired). ST World Is also the place to find 
the latest news about what's going on in the ST 
community as a whole, and which new products are 
about to be launched. Add to this the mini¬ 


interviews, show reports and previews, and you've 
got to be mad to go anywhere else to find out what's 
happening. 

If you're about to buy any software or hardware 
product for your ST, then you will benefit from ST 
World’s near legendary in-depth reviews. Key 
products are examined in detail, and just about 
everything available Is featured, at least in our mini- 
reviews section. 

Also on the menu are: technique features, 
fascinating user interviews, hardware projects, hints 
and tips and full coverage of everything from: 
Desktop Publishing, Desktop Video, graphics - to: PD, 
sound sampling, WP alid Zmodem. What’s Zmodem? 
Weil, you do need ST World, don't you! 


In the August issue of ST World: 

(on sale July 27th) 









NEWS • ATARI COMPUTER SHOW REPORT • 0-LINE ART PACKAGE • TURBO ST 1,6' SPRINGZ! 


COMPUTER SOUND EXPLAINED PLUS! SIX SOUND SAMPLERS SUPERTESTED 


THAT'S WRITE! - A BRAND NEW FULLYFEATURED WORD PROCESSOR EXAMINED 


PLUG-IN ACCELERATOR BOARDS - SPEED UP YOUR ST! 


44MB CARTRIDGE HARD DISK • ATARI MEGAFILE 44 AND THIRD COAST REMOVABLES TESTED 


Gf PLUS - A FAST AND FLEXIBLE G-DOS REPLACEMENT BENCHTESTED BY OUR REVIEWERS 


ALSO: CALAMUS FONT EDITOR • C-BREEZE PROGRAM EDITOR • PUBLIC DOMAIN SOFTWARE 


Use the coupon on the right to 
make sure your newsagent 
orders you a copy of ST World 
every month. Just fill in your 
details and hand the coupon In 
at the counter. 


I 


Please reserve my copy of ST World Magazine 


| Name 


If you have any trouble 
obtaining ST World please 
phone (0243) 533575 or write 
to: 

ST World Circulation dept, 

Go liner Publishing Ltd, 

10 Theatre Lane, Chichester 
West Sussex, POT 91 SR.. 


| Address: 


I 

I 

I 

I 

I 

I 


Daytime Telephone number . 

Note to Newsagents: ST World is avoilable, fully SOP, from Comag 














Of all the Epyx games series , 


California Games must be my 


favourite. The six events combine to 


make a highly enjoyable package, 


The different 1 sports’ all have a real 


fun-feel and, win or lose, players 


will certain ly enjoy competing : The 


graphics are very colourful and 


help give the game a summery 


atmosphere. The sound, toe, is tueff 


presented: the various tunes keep¬ 


ing well in the background aifou)- 


ing the many sound effects Co be 


heard. Control throughout the 


game is superb, although master¬ 


ing the different events will defi¬ 


nitely take lime. California games 


has been awaited for some time 


now and, Tm glad to say, thumbs- 


up! 


NC 







The second event Is the footbag, where points are gained for the variety of kicks used and the style 
with which you boot the little bag - oh, and for any stunned seagulls! 



"Are you ready to 'hang 10', 'get rad 1 and 'chill out'? If so, get ready to 
take part in Epyx's most crucial sports sim..." 




as. GOLD (£19.95) 


Taking a break from the more serious 
side of sport, the latest in the Epyx 
fames' series concentrates on gain¬ 
ing 'street cred 1 instead of the cus¬ 
tomary gold, silver and bronze 
medals. Once the game has loaded, 


you are treated to a short rendition of 
the sixties 'classic 1 , Louie Louie, and 
then the typical Epyx options screen 
is displayed. Like all of the others in 
the series, the game allows up to 
eight people to compete in each of 


the six events, but, should you wish 
to, there are also options that allow 
you to practice each event individual¬ 
ly. Having selected your style of 
game, all that remains is to select a 
sponsor from the dozen available 
before the games begin. 

Each event is played in a different 
American state, with the first being 


Looking like something out of an ‘Old Spice r advert, our resident beach-bum shows off as he gains 
bonus points for being daring as the wave begins to break. 
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Of all of the 'Games' series yet, 
California Games rates as the best of 
the bunch , Normally, the overall 
package is marred by one or two 
poor events, but this time there isn’t 
really an event that stands out as 
awful Throughout the game there 
are nice graphical touches, such as 
the shark and dolphins appearing to 
greet a drenched surfer, and the only 
fault i can find is that in the BMX the 
scrolling ls a tad jerky. Each of the 
events would make a good game in 
their own right T but when you can 
get all six for a measly twenty quid 
you would have to be mad to miss it! 


* 















Performing break-neck siunts like these are simpiy a matter of good 
timing and a relatively good run up. However, don't get too cocky, 
^ because you will invariably take a tumble, Watch out also for 
little touches like the inch worm at the bottom of the screen 
^ and the odd earthquake that shakes the screen. 


The frtsbee event is split into two sec- a 
tions:the first requiring quick hand-eye 
coordination to throw the little plastic disk ^ 
as far as possible; the second, even quicker 
reflexes as you attempt to catch it for a bonus - 
by diving If necessary. 


the Half-pipe skateboarding in sunny 
Hollywood. In the centre of the screen 
sits a massive tl-shaped ramp, and 
on the right-hand-side, of this, the 
player's character stands precariously 
balanced. Your aim is to perform as 
many different stunts as possible 
within the one minute fifteen seconds 
time-limit, and the various jumps and 
hand-stands are performed by using 
combinations of the joystick and fire. 
Speed must be built up before a stunt 
can be performed, and if you are not 
going fast enough or you turn too 
quickly and fall off, you lose valuable 
time and a few teeth as your board 
trundles back - invariably hitting you 
in the mouth! 

A park overlooking the Golden 
Gate bridge is the location for the 


next event - the Footbag. Known as 
'Hacky-Sacking' here in Britain, you 
must continuously keep a small 
leather bag from hitting the ground, 
whilst using only your head, feet and 
shoulders to keep it airborne. As in 
the first event, there is a time-limit 
for this event, and the player must 
perform as varied a sequence of 
moves as possible, ranging from the 
relatively easy ’five in a row 1 to the 
extremely difficult r Axle Foley 1 . When 
the timer has expired, a score screen 
will be shown, and points for the vari¬ 
ety of kicks and the player’s overall 
style will be given. 

Next, it is time to get our hair wet 
with a spot of surfing. As with most 
of the events, the idea is to perform 
as many point-gaining stunts within 


the time limit, except that in this 
event, bonus points can be gained by 
surfing dangerously close to the tow¬ 
ering waves. However, if you stray 
under the wave, there will be no hope 
of continuing and you will 'wipe out'. 
You are allowed four 'wipe outs', and 
when you have used these, or have 
outlasted the timer, a group of hip 
beach-bums give you a score based 
on your daring and overall perfor¬ 
mance. After you have towelled your¬ 
self down, it is straight onto the 
beach's promenade for the skating. 
Actually, it must be quite a hard rub- 
down you give yourself, because In 
the this event you are portrayed as a 
woman! In this event, you must skate 
along the horizontally-scrolling paved 
surface jumping over any cracks and 
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When each surfer has wiped out' four Limes, the 
local 'rad lads and lasses’ give you their opinion. 



moving out of the way of any rogue 
beach balls, radios and fallen ice 


creams. Contact with any of these 
items causes our feminine alter-ego 
to fail over, thumping the ground in 
frustration; but, if they are jumped 
over, a healthy bonus is granted. 
Additionally, if you are feeling very 
brave, and spin whilst leaping over 
the obstacles, an even larger bonus 
will be attained. 

Retaining any knee and elbow pads 
worn in the skating, we now don a 
crash hat and prepare to participate 
in the BMXing, Played over an 
extremely hilly course, you must 
make it from the start to the finish, 
performing as many tricks as possi¬ 
ble between. The BMX can be accel¬ 
erated by continuously pushing the 
joystick right, and the jumps are per¬ 
formed by pressing fire and moving 
the joystick when airborne. Scattered 
on the ground are various piles of dis* 
mounting stones and logs, and these 
should be avoided whenever possible. 
Each rider is allowed only three falls 
before he is disqualified, so a delicate 
balance between safety and speed 
must be maintained at all times. 

Finally, we make our way to the 
lush greenery of Yellowstone Park for 
the least strenuous of all the events - 
frisbee throwing. Split into two sec¬ 



Speed Is of the essence if a decent score is going to be amassed fn the skating. Once a decent 
joystick rhythm is achieved it all becomes plain sailing, and you’ll be twisting and leaping with 
the best of them. 


Although there have been many variants on this type of game, it has to be said 
that California Games is probably the best of the lot The graphics aren't bad 
and complement the games playability very well. Although sports-sims 1 aren't 
really my cup of tea, as I progressed through the different events of California 
Games l found myself intent on bettering my previous score. Once all the dif¬ 
ferent mooes had been mastered the events became much more enjoyable. My 
only gripe is the scrolling on the BMX event, although this didn't really detract 
from the game's overall addictiveness . Alt in all, a very competent game and 
one worth taking a look at 


tions, the frisbee throwing requires 
both skill and coordination as you 
attempt to throw the round plastic 
disc as far as possible AND catch it 
at the other end. Throwing the disc is 
a gangly-looking guy, below of whom 
is a gauge which determines the 
throw's height and strength. Once 
thrown, control swaps to the female 
half of the duo who must catch the 
spinning disc. Moving her both left 


and right, she must be positioned 
below the descending disk, but if her 
positioning is slightly off, she can be 
made to perform a daring dive during 
which she literally plucks it out of the 

air 131 



As you perform daring tricks such as these on your BMX, the computer prints such messages as 
r way to go r and "whoa dude’, fall of though, and you will be told to ‘face plant" and be called 'geek of 
the week 1 ! 



LASTING APPEAL: 72% 
ADDICTIVENESS: 78% 


DIFFICULTY: AVERAGE 
1ST DAY SCORE: N/A 
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COMPETITION 

WINNERS 

RUNNING MAN WINNERS 

1 

There seemed to be loads of you who wanted to get your hands on the Arnie goodies that were 
up for grabs. Sadly, not every one can win, but the following people have all got watches 
winging their way to them: Jonathon Batkin, Abergavenny; Haydn M. Summerill, Biddulph; 

Andrew Holding, Gwent; Gary O'Brien, Hayes End; and Oliver Barclay, Shoreham Beach. 
Meanwhile, both C. Mervin and Ben Beatham have got La Coq Sportif tracksuits on their way, 
and Geoff To from Greenford and Debbie Astin from Dorset have won a Running Man video 

each. 

Incidentty, the answers were: 

1. You could have picked one of the following: Predator, Terminator Twins, Reds 
Heat, Raw Deal, and either of the Conan films. There are also a couple of his 
older movies that would have been accepted. 

2. Answer "B" Pacland. 

3. Answer "C" You could have had Buzzsaw, Dynamo, Subzero and Fireball. 

4. Answer "D r * Predator. 

GILBERT'S BROTHER 

A rather nice Brother printer was the main prize in this mucus riddled compo. And it is now 
on its way to Steve Wright, who hails from Nuneaton. Also, there were runners-up prizes of 
Gilbert books and another twenty prizes of the Munsters game. One of these prizes wilt on 
their way to: Stuart Haslam, Strood; Joseph Santos, Holloway; Steve Wood, Wolverhampton; 

michael Lacey, Retford; James Scotney, Stevenage; S. Vogel, Wimbledon; Andrew Triggs, 
Croydon; Matthew Tidd, Arundel; Mark Bradshaw, Aberdeen; paul Brown, Tyne & Wear; Mark 
McGregor, Dyfed; John Shearing, Godstone; Arthur edge; Liverpool; Marco Va Doel, The 
Netherlands; Yacoob Woozeer, Nottingham; David Foreman. Telford; Mark Chamberlain, 
Norfolk; Jonathan Chivers, Thame; G. Carter, Camberley; Christopher Wilkins, East Ham; R, 
Lagoe, Nottingham; Paul Franklin, St. Albans; John Simcoe, Kettering; Bradley Joy, Horley; 
Michael Wigmore, Morpeth; Michael Smith, Preston; Russell Chan, Canterbury; Mark Harris, 
Essex; Peter Eaton, Heysham; C. Taylor, Walton; Darren Kucper .; Preston; Mark McNickle, 
Belfast; Colin Wilson, Cheshire; Mike Collingwood, Southampton; and Steve 'Kat' Matson, 

from Doncastor. 

The correct answers were: 

1. C. The Millenium Dustbin. 

2. B. Tyne Tees. 

3. A. Drill (not Mucus, like so many of you thought!). 

4. A. Get Fresh. 


WELL DONE ALL OF YOU. 





Having peered at the complex 
tables of statistics which accompa¬ 
ny every move, I quickly realised 
that it is unlikely that 1 will ever 
find a Marshal's baton in my kit¬ 
bag. My place is obviously in the 
front line tuith the rest of the can¬ 
non fodder. This 'heavy* simula¬ 
tion should only be taken up by 
enthusiasts who can devote the 
time to a proper study of the situa¬ 
tion, as all the action is strictly 
cerebral 


AM 


"If you are a 

wool wargamer then it’s 
likely that you'll like 
'Red Lightning'. It's a Warsaw Pact versus NATO conflict based on the hex 

board style of war game." 


— SS! (£29.99) 


Red Lightning, being based on units of 
regiments, brigades t etc. up to corp 
level, is strategic in nature. The basic 
units are moved across the board', the 
hex screen display, by using the mouse. 
In fact all actions are carried out using 
the mouse and it's not necessary to 
touch the keyboard. 

Red Lightning offers a large number 
of options. Apart from the standard V 
number of scenarios (this one has 
three) there are several other selections 
you can make: a long or short scenario; 
which side to fight for or a two-player 
option; the season; how much intelli¬ 
gence info is available; and even the 
capability of the computer opponent. 
This last one varies from Pushover to 
Hideous. It is also possible to simplify 
the game further by delegating some 
tasks to the computer, such as control 
of the North Atlantic campaign and Air 
Operations. One option that is missing 
is that of Tactical Nuclear missiles. A 
Chemical Warfare option is included, so 
why not Tactical Nukes? 

The game is played with a turn time 
of twelve hours. The turn sequence is; 
Warsaw Pact orders phase followed by 
NATO. Then comes the Joint Air com¬ 
bat phase followed by the Joint Ground 
Combat phase. The phases are pretty 
much self explanatory, except for the 
last one. In the General Resolution 
phase the computer calculates the 
results of the preceding actions. 
Amongst other things, it calculates a 
victory level number, Victory is deter- 


l found this game both absorbing and frustrating. Absorbing because once / 
started a scenario / couldn't but wonder what was going to happen next. 
Frustrating because it didn’t do things I thought it should . The strategic 
overview display was disappointing + It added little to the game other than let¬ 
ting you move around the map quickly. This left a void as there was no way of 
obtaining a strategic overview that gave details of the current situation. 

SK 





Goodbye, Berlin. Pact armies have taken Berlin, reinforcements arriving too late. 


mined by using this number. For each 
scenario these levels are different and 
consist of two values. If the number, at 
the end of the scenario, is lower than 
the lowest Victory level, then NATO 
wins. If it’s higher than the larger num¬ 
ber, then it's a Warsaw Pact victory. A 


number inbetween represents a draw. 

Menus are used to control the game. 
With them it is possible to plan 
airstrikes, special operations and move¬ 
ment of ground forces. Menu options 
allow you to access detailed information 
about friendly forces, display a Strategic 
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Strategic Report. What's happening, where and to whom. 



report. Political Report and a Supply 
Net map. Resupply and reinforcements 
are carried out by the computer. Details 
of the reinforcements - when, what and 
how much - are given in the document 
tation. 

Red Lightning comes complete with 
three scenarios that can be played 
either as the commander of NATO or 
the Warsaw Pact or as two-player 
games. The scenarios are, 'Red 
Lightning', Lions & Tigers & Bears 1 
and A Gathering of Hosts 1 . 

In Red Lightning neither side has 
mobilised but the Warsaw Pact has 
achieved strategic surprise in attacking 
across the border, in the second see- 
nario both sides have mobilised but 
NATO has not yet deployed its forces. 
The last scenario, r A Gathering of 
Hosts' is when both sides are fully 
mobilised and in position. In all three 
scenarios the Warsaw Pact are the 
aggressors. 

[ could go on for pages about all of 
the options and details that this game 
incorporates; the documentation sup¬ 
plied, a prerelease version, consisted of 


50 sides of A4. The document not only 
describes the various options and how 
to play the game, it also gives details of 
the mathematics upon which it is 
based. I would have preferred more dia¬ 
grams of the screen layout and what 
the various terrain hexes mean. The 
author of this game has obviously done 
a lot of research and has provided a 
very flexible and detailed game. 

As with most games, there are 
areas of disappointment. Most of mine 
revolve around the 'user interface 1 . 

Most disappointed was the tabular 
information, On a TV screen this infor¬ 
mation was virtually unreadable, unless 
it was written in green. For some rea¬ 
son red and blue are used extensively 
and even on a monitor aren’t too clear. 
Other points that I found annoying 
included the inability to go to a particu¬ 
lar hexagon or, having displayed on the 
strategic overview display, an indication 
of the portion of the 'board' that is cur¬ 
rently being displayed* Another area 
that really bugged me was the air oper¬ 
ations. In the Air Combat phase the 
computer informs you of the name and 



Political Report. Shows current morale levels, who's going to 'bug out’ first? 
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Red Lightening is not a game that 
should be taken light-heartedly. As 
a nooice wargamer I frequently 
found myself on the loosing team. 
The game is aery intricate and com¬ 
plicated r at limes the action looked 
more like an accountants spread¬ 
sheet package than a game , As for 
actual gameptay, I found the 
goings-on intriguing, albeit a little 
intense. The input of commands 
u>as t at times t a tittle tricky . Red 
Lightning is a game for tacticians 
eoerywhere, but beware, on its 
hardest level even the most ardent 
fans will be up against it. 

NC 



Supply Net Map. Depicts a classic pincer move¬ 
ment by NATO 



position of the units under attack. 1 
would have much preferred if on each 
air strike it had indicated the position of 
the relevant unit on the board', in order 
to give a dearer overall picture of the 
air strikes* 

To summarise, this game has the 
flexibility and detail one would want 
from a game of this ilk, Its user inter- 
face is a little difficult to come to terms 
with. But, notwithstanding its minor 
faults, Red Lightening is one of the best 
wargames to appear on the ST for 
some time. \GTAti 



TEXT/GRAPHICS: 70% 
GAMEPLAY: 68% 



















































"If you thought you had mastered every sports sim going, get ready to 
take part in the completely wild Grand Monster Slam." 


GOLDEN GOBLINS (£19.95) 


Hello, and welcome to this, the twentieth 
Grand Monster Slam. I'm Biff Behoirn, 
and I'm here to guide you through this 
wild Vwacky tournament. In case you 
didn't know, this years Slam features a 
new race competing - the Morothonian 
Dwarves, who replace the Drashigs who, 
as we ail know, were so sadly obliterated 
in the recent desert wars, in case you are 
not familiar with the rules - and where 
have you been for the last century? - 
each species forwards its best Belom 
kicker, and they compete against another 
player, attempting to kick ail of their 
Beloms to the other side before their 
opponent. This year, the ever-cute 
Beloms have been supplied by our spon¬ 
sors, Hire-a-Belom, despite criticisms 
from the "Cruelty to Beloms Society’ * 
actually, 1 think l can see the society's 
leader being placed on the pitch right 
now! When all of the Beloms have been 
successfully punted, the victor must then 
run to his opponent's end of the pitch 
and hold his hands in the air. Initially, 


there are six players in the Slam, and 
this year I know that my money, along 
with practically everyone elses, is resting 
on last years winner, the Minotaur... er, 
right, I have been informed that the first 
round is about to begin, so let's waste no 
more time and go over to the stadium,..' 

’As expected, the Slam is playing to 
a packed stadium, with our TV network, 
KRAPTV {Kiivanian and Rigelian 
Amazing Production TV), gaining exclu¬ 
sive rights to broadcast the games. Ah P 
what's this I see? Yes, it s the first con¬ 
tender in Court One, the newcomer 
Dwarf. I must say that he seems rather 
unusually dressed in that leather thong 
and the tin hat. Actually, i hear on the 
grapevine, that rust to his beloved hat 
nearly put him out of the tournament - 
still, l hear his sponsors, Rustaway, got 
him out of that spot. A little late, but to 
a rapturous applause, I can now see the 
crowd’s favourite swagger in. Good old 
Conoid, he's everyone's favourite 
Barbarian. Ok, so he doesn't have a 


sponsor this year since he ate his last 
one, but some of his friends have had a 
whip round to send him here - let’s hope 
he doesn't let them down. With both 
players ready to play, all we are waiting 
for now is His Meyesty the King to open 
the games. And here is now, wearing the 
latest in crinoline clothing - and very 


This game is Silly , with a capital S. 
Who eoer thought up such a weird 
and wonderful game has undoubted¬ 
ly done all ST users a real favour. 
Grand Monster Siam is a beautifully 
animated game , full of really 
strange Tolkienesque characters. The 
only moan I could find was the fact 
that the game was maybe a tad 
repetitive mith little variation. Still, 
the sport of Belom-booting is an 
easy game to play but a difficult one 
to master. Despite good controls, I 
still found the f Belom*s Revenge* 
event somewhat tricky. Needless to 
say , Grand Monster Slam is a great 
little game, one packed with fun. 

NC 


Booting Belomsl Jeering at the 
crowd! Grand Monster Sfam 
sounds more Uke a Football match 
than a Tolkeindnspired sports 
game. Mind you , that is not to say 
that this piece of madness isn't that 
much fun ; I found the con trots over 
my character to be nice and 
responsive, and / can whole-heart¬ 
edly say that kicking Betoms was 
very eqjoyable - but for how long? 
The action is very repetitive, and 
before long I was looking for some¬ 
thing with a bit more to it to play. 


J$ 




This motley bunch are the contestants in the Slam. Each hag their own style of play and characterise 
tics, and you will came up against them randomly each time you play. 
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This has got to he one of the strangest games / have ever played - and one of the 
best! Grand Monster Slam initially doesn't look up to much as you boot the 
Beloms upfield, the looks are deceptive v Backing up the iveird gameplag are 
some superb graphics, and the attention to detail is superb. For instance , before 
you punt a Beiom upfield , it starts looking worried and shakes, and it is also 
possible to provoke the crowd - brilliant! The only fault l can find with Grand 
Monster Siam is that it probably won't take long to complete . £u£ / know Til be 
returning to it again. 


The Belem's Revenge; turning as quickly as possible, the Dwarf must spin around, hitting the angry 
Beloms with what looks to be an oar To begin with, ten Beloms must be hit, but later this increases 
to twenty. 


dapper he looks, too. f 

'Ok T so there's the signal, and both 
players are already booting the Beloms 
left, right and centre. It's obvious that 
the crowd are on Conoid's side, but this 
doesn't seem to deter the Dwarf, who 
seems to be enjoying himself, giving V- 
signs to them, and knocking Conoid 
down with a well-placed Beiom* Actually, 
at this stage of play, it must be said that 
the Dwarf is slightly ahead, with only 
three Beloms at his end, whilst conoid is 
having some real problems with his aim. 
And that's it! 1 don't believe it 1 really 
don't believe it! The Dwarf has won! 

□sing a superbly-timed shot, he knocked 
Conoid down, and then kept him down 
with about four Beloms in succession. 
What play from this bright newcomer. Oh 
dear. Mow that’s a pity* It seems that in a 
fit of rage, Conoid has bitten the heads 
off two spectators, and, 1 must say, I 
fed that it a bit uncalled for* After all, 
there is another Slam in five years time - 
and he should be on parole by then. 1 

'Now iet's see if the dwarf can suc¬ 
cessfully block ten Beloms to keep his 
score. Don't forget, using only a large 
Belom-poking stick, each winner must 
keep a group of Beloms from attacking 
him. By prodding them with a stick they 
will move back, but as they tend to 
attack in numbers, it's certainly not 
easy After all, who can forget the inci¬ 
dent when Barak Novo was brutally 
chewed by a Beiom two years ago? The 
circle of Beloms is moving in on the 
Dwarf now, and he is looking a bit flus¬ 
tered. One down... two... three - behind 
you! Oops, too late, still at least he gets 
to keep a thousand points. It seems that 
on court two, the Minotaur has beaten 
the squid-like Acturian, but before we go 
over to the Dwarf's match against good 
ol' Mino, here's a quick word from our 
sponsors**. 1 |gjgj 

Once you have emerged triumphantly as the 
winner, before the King allows you to the next 
round, you must feed hts pet Faultrons, These 
ravenous beasts sit on columns of various heights, 
and you must boot a Beiom into each of their expec¬ 
tant mouths. Do so, and the plucky dwarf goads the 
crowd. Fait, and he is reduced to a sobbing heap on 
the floor. 


LASTING APPEAL: 77% 
ADDICTIVENESS: 85% 


DIFFICULTY: AVE/HARD 
1ST DAY SCORE: 13723 


All is lost as the Dwarf lies on his face, and 
' his opponent runs forwards to steal victory* 


— STA 73 STA — 











































'STA\ 
Rating 


GRAPHICS: 60% 
SOUND: 55% 


LASTING APPEAL: 52% 
ADDICTIVENESS: 51% 

DIFFICULTY: AVE/HARD 
1ST DAY SCORE: N/A 


It's summertime once again, and the 
golden beaches of Amity Island are 
attracting more holidaymakers than ever 
before - including an unwelcome visitor 
in the shape of a killer shark. 

Assuming the role of Brodie, Chief of 
Police, you must hunt down and kill 
Jaws before any more swimmers are 
attacked. He has managed to persuade 
an experienced shark-hunter, named 
Quint, and an Oceanographic expert, 
Hooper, to assist him, Hooper has also 
brought along three highly qualified 
divers to help with the equipment. 
Unfortunately, the equipment and special 
weapon needed to destroy Jaws was lost 
in a reef just off the coast of Amity. 
Therefore, the team of six must venture 
into the water in a diving bell and recover 
the four sections of the gun as well as 
the special bullets before attempting to 
destroy Jaws. No easy task, as the cav¬ 
erns of the reef are infested with a myri¬ 
ad of different sea-creatures, all intent 
on hindering and killing the divers by 
reducing their air on contact. The diver is 
placed in the area where Jaws is prowl¬ 
ing, With only eighty seconds of air and 
four mega bullets, each one must travel 


Jams seemed a perfect opportunity 
for a real mega-game* Sadly the 
end result does not fall into this cat¬ 
egory. After a very impressive 
opening sequence in which a well- 
drawn f 3D shark-hunting vessel 
leaves the harbour, f endeavoured 
to play the game. Personally, / felt 
that the many adversaries were a 
little unforgiving, making the game 
somewhat difficult* The graphics t 
for the main part , struck me as 
being somewhat 8-bitesque - Jaw>s 
not looking menacing at all. The 
sound complemented the play in 
the obligatory fashion and for the 
main part remained unnoticed . For 
my money, Jaws i$ a poor game , 
definitely one that won't be remem¬ 
bered as a good licence* 

NC 




"Just when you thought it was safe to go back to 
your ST, Screen 7 release the computer version 
of Peter Benchley's classic film and book, Jaws." 



As film Lie-ins go, I think this one may be just a tittle too late. And T cant hon¬ 
estly say that the wait was worthwhile* Jaws reminds me of a very early 8-bit 
game catted Scuba Dine, which, although nonet at the time, noujadai/s comes 
over as extremely embarrassing. Like the film , this title Is definitely out of date. 
The graphics promise much with an impressive introduction* Unfortunately t 
that's where it ends* Small and undetailed sprites devalue the game's scenario 
considerably and the gameplay may be just a little too difficult for the average 
player. Overall, Jaws lacks that certain 'bite' that ST owners are used to and, 
therefore, I cannot recommend it* 

SM 


,, 


aa mm 



will be forced to close down the island, 
which will not please the mayor at all. 
Once the pieces of equipment have been 
recovered, then one of the divers must 
search for Jaws and destroy him by hit¬ 
ting him three times with the special 
weapon. Whilst exploring the caverns, 
certain sea-creatures, when destroyed, 
turn into icons which may enhance your 
diver's attributes, such as his air supply, 
an extra life or a special weapon. 



deep into the caverns and recover the 
equipment. If the diver is destroyed then 
another takes his place. However, the 
Mayor of Amity has also complicated 
your task by insisting that as many 
beaches as possible stay open, despite 
the risk of attack. If you close the beach¬ 
es for too long then the chances are 
you'll lose your job and have to restart 
from the beginning. But, if you ignore the 
warning signs given, too many swimmers 
will perish and the mainland authorities 


Behind you! One of the six divers is chased by the ever-present great white- 
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DIFFICULTY: AVERAGE 
1ST DAY SCORE: N/A 



Having successfully trapped the great 
demon, Malifon, inside a volcano, the vil¬ 
lagers of lldryn went back to their peace¬ 
ful way of life. However, encased in the 
molten mountain, the once powerful 
demon began to regain his strength Day 
by day Mailfon's powers grew until he 
was at last able to cast a spell so mighty 
that it plunged the entire world into 
despair and turmoil. Seas and rivers 
turned the crimson red of blood and all 
around the countryside was cast into a 
deep, cold winter* 

In these desolate surroundings 
Malifon's minions began to thrive* They 
knew their duty: to Tree their incarcerated 
leader. As they roamed the lands they 
destroyed whole villages at the slightest 
hint of resistance, One such settlement 
was lldryn* The menfolk drew together in 
an attempt to beat off the raiders but. 


As my first real step into fantasy 
role-playing games, Demon's 
Winter provided me with many 
enjoyable hours. To be honest, the 
sound is poor with only very basic 
sound effects, and the graphics are 
best described as basic* However, 
as with all RPGs, the real pictures 
and sound are conjured up in the 
player's mind. The one-touch com¬ 
mand entry provided a good way 
of commanding my parti/; the 
mouse controls becoming perfunc- 
tory * Overall t Demon's Winter is a 
very good game, especially if you 
want to play something that 
involves more than just blasting . 


NC 



Fantasy role playing games on the ST have 
never been more popular. Specialists , SSI,, have 
created a range of games to test even the most 
battle-hardened adventurers. 



SSI (£24.95) 


Demon 's Winter is one of those games that you pick up in your local computer 
shop, examine the packaging, and put back i That is T of course, unless you’ve ever 
tried out fantasy role-playing games. OK, so it doesn't sport the latest 16-bit mega 
graphics and it doesn't play a hip digitised soundtrack. What Demon's Winter 
does offer is an intriguing blend of strategy and adventure. Tm not an avid fan of 
this genre f but this game did capture my attention * As a first RPG game / would 
highly recommend it. Well done SSI! 


J$ 


alas, to no avail. The few survivors fled, 
the dying cries of their fathers' ringing In 
their ears, "avenge me.** 1r * 

Demon's Winter is a highly-detailed, 
fantasy role-playing game from 
American-based company, SSI. Your 
task is simple: you must search the sur¬ 
rounding lands in search of the spells 
that will put paid to the great demon's 
misdeeds forever* To help you in your 
quest you may select five heroes. The 
party may be selected from a number of 
different races; humans, dwarves, elves, 
trolls and the like. Having chosen which 
race a character is to be, you must also 
select a class, each of which has a par¬ 
ticular skill. For instance, a Paladin is a 
noble warrior who possesses some 
knowledge of magic, while Wizards are 
wielders of magic and may use their 
powers to devastating effect* 

Once a party has been formed the 
search begins. The group roams the 
countryside until they meet some of 
Malifon's forces, Combat ensues and, 


depending on your characters 1 hit points, 
strength and speed, the battle is fought. 
Characters iqjured or killed in battle may 
be heated in certain towns* Here, players 
may also buy weapons, armour and pro¬ 
visions for their party, using captured 
gold and weapons as payment, 
Successful battles will award experience 
points to characters* Using the Town 
Guilds, warriors may increase their 
attributes, gaining valuable hit points 
and the like, 

Puzzles, too, must be solved in order 
to progress* Much of the game takes 
place underground where traps, secret 
passages and such like abound. 

Cautious adventurers will undoubtedly 
fare well as fools don r t last long. 
Demon's Winter has a massive playing 
terrain and should keep RPG fans busy 
for quite some time, [av jL 



Despite it s somwhat basic graphics, Demon's Winter is a highly playable rpg* Here, our party pre¬ 
pares to do battle with a group of the demon's evil minions* 
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Xybots reminded me very much of 
Gauntlet, the only real differences M 
being that this game is set in the 
future and also played in a different 
perspective. Having played the 
arcade pension I can report that this 
game is, indeed t a good conversion r 
both sound and graphics being 
very similar to the original. The 
controls aren't quite as responsive , 
but having mastered them / man- 
aged to get a fair way through the 
various levels. Teaming up with 
another player offered some real 
excitement, the token-collecting ele¬ 
ment providing a real excuse for 
mercenary play. All in all, Xybots 
is a most competent conversion, 
one that I thoroughly enjoyed. 

NC 



"You can almost guarantee that a game will be more enjoyable if two play¬ 
ers can either team up, or fight against each other in it. Silkworm has 
proved this, and so has Gauntlet II. How it is Tengen’s Xybots time to see if 

it will pass the two-player test." 





i nroucjhout the levels, transporters avyait to teleport to different sectors oF the stage - sometimes 
landing you in more bother then you left. Using these carefully can be the Key to a level's rapid com¬ 
pletion with the minimum of energy loss. 


Following hot on the heels of 
Vindicators, comes Domark’s second 
Tengeri licence, Xybots. Set way in the 
future, Xybots is a unique split-screen, 
two-player game, in which two rugged 
military heroes must fight their way 
through, literally, thousands of robots, 
in the hope of using the then emptied 
base for their own needs. The whole 
complex is set underground and is split 
into several large sections, each of 


which is governed by a creature known 
as the Master Xybot 

Whilst the game is loading, a brief 
animation sequence shows our heroes 1 
ship 'dusting down 1 and the two com¬ 
batants entering the arena. The game 
screen itself is split into five different 
sections: two housing the individual 
playing areas; one depicting a radar 
map of the level; and the remaining two 
displaying each soldier's status. 


Pressing either fire button starts the 
game, and the hero materialises in one 
of the playing area boxes. All of the 
action in Xybots is viewed from behind 
the central characters, in third-person 
perspective, and the screen scrolls both 
forwards and backwards as it keeps the 
characters central. In a two-player 
game, both of the action screens are 
occupied, and occasionally you will see 
the other player appear In your panel! 

No sooner have the two soldiers 
entered the arena, than they are 
attacked by the laser-firing robots - the 
Xybots of the title. Retaliation to their 


Domark f s conversion of Xybots is 
one of the rare breed that is actually j 
slightly better than the coin-op. In a 
way, it reminds me of a third-person 
perspective version of the age-old 
Bezerk T but it takes the idea further 
and is infinitely more playable. 
Gelling the players to look in the 
required direction is a bit hard at 
first, but it comes with practice and 
soon becomes second nature . My 
only complaint is that shooting 
after Loap*? of Xybots can be a 
bit repetitive r but this is a fault of 
the coin-ops, not the conversions. If 
you were a fan of the coin-op, take a 
look at this conversion now. 

SM 

1 1 1111 11 
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attack is achieved by pressing fire, 
which sends a laser bolt sizzling up 
screen. Both players are armed with the 
same laser, but as they fight their way 
through the levels, other more powerFul 
weapons can be collected. Each Xybot 
only requires one hit before it is 
destroyed, but, because they use eva¬ 
sive techniques to avoid your shots, the 
chances are that you will need to fire a 
volley of four or five bolts before you 
actually hit one. As they weave in and 
out of the mazes, the Xybots continue 
to take pot-shots at you. If one of their 
energy bolts touches your player, then it 
removes a large chunk of his energy. 
This energy is shown as a long bar, but, 
as in Gauntlet, it is decreasing all the 
time, and if it expires you will lose one 
of your three lives. 

When a Xybot is destroyed, it will 
often posthumously relinquish a gold 
token. As with collecting the additional 
weaponry, these are picked up simply 
by running over them. As well as these 
tokens, the players can also pick up 
various keys and jewels, all of which 
grant a bigger bonus at the end of a 
level. The end of the level is marked on 
the map by a dull red disk. This is a 
transporter, and when the player runs 
on to it, it will sink, taking him to the 
next stage. Before entry to the next 
stage, though, the player has a chance 
to spend the credits he has picked up 
during his battle. Items such as a slow¬ 
er energy decrease rate, or deadlier 
weapons are, money permitting, all up 
for grabs, and when you have made 
your choice, the next level is loaded. 
Once a set number of levels has 
been cleared of Xybots, you will come 
up against the Master Xybot himself. 
There are no other Xybots within this 
level, and the battle is a straight one- 
on-one between you and him. If you 
manage to destroy him, a large bonus 
and access to the next level is granted; 
fail, and you are sent back a few levels. 

rstai 



A This really does show off 
^ the multiple viewpoint 
system to its best extent. 

From behind, the characters 
don't look particularly well ani¬ 
mated, but when you see them 
running from left to right, it 
adds a whole new feeling off 
Involvement to the Xybot hunt¬ 
ing. 


Between each levet, the two 
soldiers can stock up with 
extra armaments, such as 
reduced energy loss and bet¬ 
ter weaponry. Additionally, 
some of the enhancemnfs can 
be given to a flagging 
^ team-mate. 





Player One has managed to pick up the double-barrelled rifle, whilst Player Two prepares to launch a 
volley of shots from behind the barrier of that oil drum. 



/sta\ 

Rating 


GRAPHICS: 81% 
SOUND: 68% 


LASTING APPEAL: 77% 
ADDICTIVENESS: 77% 


DIFFICULTY: AVERAGE 
1ST DAY SCORE: 300850 
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you ara suddenly strangled free behind with a 

B rotte. You struggle desperately to free yourself 
t cannot, everything goes dart. 
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« holy presenca within this now evil place. 

A fine garble altar, but instead of the usual 
adorment* it is garfctd tilth a single cloven 
horseshoe, R sense or evil pervades the place* 


you open the Mr. 


It says the next sereon «iu be in 4 days. 


^ Errie hap- 
pening are 

common-pEace at this 
pariah church. The 
entry porch looks 
harmless enough. 
However, a great feel¬ 
ing of foreboding 
greets you as you 
approach the altar. 


"After all it's only a nightmare. It can't really be happening - can it?" 

PERSONAL NIGHTMARE 


HORRORSOFT (£29.99) 


The lanes of the sleepy village are just 
a$ you remembered them* Slumbering* 
ivy-clad cottages nestling amid the 
sunny backwaters of your childhood 
memories. And there's the welcoming 
Dog & Duck pub where you have 
decided to stay until you can solve the 
strange disappearance of your parents 
from their deserted vicarage. 

It's good to be home amidst those 
friends and neighbours you left so 
many years ago, but while the faces 
smile* there is now a coldness In the 
eye. Jimmy Blandford, the village pho¬ 
tographer, now spends his days end¬ 
lessly drinking in the bar downstairs, 
as if trying to drown a terrible secret, 
and Sgt, Jefferson now seems to dog 
your footsteps, watching and saying 
nothing. 

While the sun shines and the birds 
sing, it's easy to ignore the whispering 


voice of fear in your head, but see how 
quickly the setting sun brings the 
shadows of the churchyard scurrying 
towards you. Shadows which bring a 
chill to your heart and soul which rea¬ 
son can't dispel. What power is it that 
can reach out from the shuttered win¬ 
dows of Honeysuckle Cottage and 
force your limbs to retreat in terror 
back into the sunlight of the lane? 

Now that night has fallen, that hor¬ 
rible gurgling noise in the kitchen 
downstairs has returned, and the 
unearthly howling from the crypt 
behind the church has begun anew. 
Perhaps tonight, while the village 
sleeps, you should muster your 
courage and search for dues. And 
here are the only words of wisdom I 
can give you: 'If you should hear 
something close behind you tread - 
don't look back!' 
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The game is played using the 
mouse. Items are selected for investi¬ 
gation or transfer to your inventory by 
a simple point and dick. Gnlike some 
previous games of this ilk (e.g. Chrono 
Quest) the user interface has been 


Great graphics* great sound , great 
atmosphere and great fun. In fact 
it's a great game. The pu^rfes are 
not too mindbending . but they will 
keep you guessing for quite some 
time * Games like this haoe the 
power to grab your attention and 
keep you playing for hours. There 
are afso £ons of things to inoesti- 
gate and fiddle with. A definite step 
towards top quality. Apart from the 
'FRIGHTENING* price - I looed it. 

AM 
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Rating 


properly implemented, making it sim¬ 
ple and obvious to use. The main part 
of the screen shows a static picture of 
the immediate area. The standard of 
these graphics could be compared 
favourably with the likes of a Magnetic 
Scroti game. The big plus, is that 
smooth animation has been added to 
allow characters to move from loca¬ 
tion to location. This animation is also 
used to provide the moments of hor¬ 
ror when Vampires, Werewolves, and 
all other manner of nasties which go 
'ape' in the night, leap at you from the 
dark. This usually results in a picture 
of your death mask complete with 
bulging eyes and blue tongue sur¬ 
rounded by a screen of nasty red 
stuff. 

The moving of the large amounts 
of data used to produce these quality 
screens means lots of disk accessing 
going on (five disks) but for those 
baronial types who own hard disks 
there is an option to transfer. 

As the game will move along with¬ 
out you, it's essential that you keep 
your eyes and ears open, For exam¬ 
ple, should you be in the street when 
a traffic accident occurs - you will see 
it. If you are nearby - you will hear it. 
Should you be up to no good in some¬ 
one's garden shed - you will be oblivi¬ 
ous to everything. 

Wandering the village by day will 
enable you to grab everything that's 
not tied down, but nighttime wander¬ 
ing can involve you in deep trouble! 
Old stories of Devil worshipping and 
possessed souls were once common¬ 
place around here, but you’re not 
going to let a load of old wives' tales 
keep you indoors are you? In addition 
to solving the mystery of your paren¬ 
t's disappearance, you must provide 
proof to the local bobby that some of 
the villagers are up to no good. The 
trouble is, as i remember from all 
good horror movies, the village bobby 
is usually the biggest nasty of them 

all! fsra* 


TEXT/GRAPHICS: 91% 
GAMEPLAY: 78% 

LASTING APPEAL: 79% 
ADDICTIVENESS: 81% 


Ghoul, ghosts and things that go bump in the night are the order of Personal nightmare. 


a Something nasty fs ^ 

'T L happenig in this vil- “ 

lage. Demons abound and only 
you can halt their evil intentions. 


Personal Nightmare they call it, and it has been for me. Vue been bitten and 
burned, to death . Foe been locked up for breaking and entering and theft. Foe 
picked up and tried to use numerous objects and / stiff don’t seem to be making 
any headway. The graphics of this game are superb, some of the best Foe seen. 
The sound is excellent and adds to the atmosphere of the game. The thing I did¬ 
n't like about it u>as that there is no indication of which direction you Ye facing, 
making it easy to get confused . 

SK 


— STA 79 STA — 






























ACTION SPECIAL REPORT 



If I said that a new software company called Arc Development, had recently 
formed, you'd probably say: 'What's the big deal?' However, if I told you that 
software giants, O.S. Gold, had entrusted this new team with some of the hottest 
arcade conversions this year, you'd know that this isn't a bunch of no-hopers. 
Jason Spiller travelled to 'Brum' to check out this new team. 




Forgotten Worlds: A resounding success in every way. The press praised it for its likeness to the 
original. 


The Arc 
team, Tim, 
Byron, Chris, 
Paul and 
Warren - 
Unable to 
find a sheet 
big enough 
to hide their 
secret pro¬ 
ject, Crack' 
down! 


he had an arcade conversion which 
was right up my street,,, I handed in 
my notice practically the same day/ 
Byron didn’t need to look far for 
software development personnel: 
There were some really talented peo¬ 
ple at Elite who were performing vari¬ 
ous programming tasks, and they 
knew that I had been sort of planning 
to go on my own for some time. For 
example, Tim Round was on a YGP 
scheme, and he was carrying out very 
menial tasks, like tape duplication. 
Anyway, I got talking to him and dis¬ 
covered he really knew his stuff/ 
Shortly afterwards, Tim managed to 
tear himself away from the YOR 
scheme and, along with Chris Coupe, 
Paul Walker, Richard Underhill and 
Warren McCormack, left Elite to form 
Arc. The first project was the arcade 
smash, Forgotten Worlds, which was 
rather an adventurous first project for 
the new team. I asked Chris Coupe 
how the team set about the conversion 
of Forgotten Worlds: 'Buggered if I can 
remember!’ he answered in a broad 
west-midland accent. He paused: 


This time last year, Elite Software were 
riding high in the charts with some 
tremendous products, and it was obvi¬ 
ous that there was a driving force of 
software-writing talent in their ranks. 
Mow, Arc Development, has been 
formed from some of Elite's ’elite' pro¬ 
grammers and graphic artists. Team 
leader, Byron Mlisson, described what 
turned out to be a mass exodus: 
'When you work for an established 
company like Elite, they have their 
own tried and trusted formulas and 
they make their own decisions. But 
this makes it extremely Frustrating for 
anyone bursting with their own ideas. 
At the time, J was working on r A Ques¬ 
tion of Sport' which was a relatively 
easy project when, after many years at 
Elite, Tony Samuels left to become 
product development coordinator at 
O.S. Gold. We kept in touch and he 


kept telling me about all these juicy 
projects which really whetted my 
appetite. Anyway, one day he just 
turned up in the car park and said that 
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Forgotten Worlds: r Ffr$t ihe arcade machine was played to death, and then it was a proceeds of tak¬ 
ing the most prominent aspects and ignoring perfunctory detail/ 



'Come on fellas, help us out!' Tony 
prompted him: r Go on Chris f tell him 
the truth... you put the assembler 
under your pillow at night and the 
good code fairy comes along and does 
it all for you. 1 That's happened to you 
as well has it? 1 Chris quipped. Old pro¬ 
grammer gags were flying around the 
table like tall fishing stories, and we 
were getting nowhere fast, 

1 turned to ex-YOP victim, Tim 
Round, who was silently tucking into a 
particularly chewy pizza: 'Forgotten 
Worlds was the first game I ever 
worked on, I was responsible for the 
ST version and immediately the pres¬ 
sure was on to make a demo of the 
game which was as complete as pos¬ 
sible. This was tl.S. Gold's way of 
finding out whether we were capable 
of producing the game. This meant 
experimenting with scroll routines and 
sprite systems and forming a basic 
shell of a game. The first step was to 
play the arcade machine to death, 
sketch pictures of the sprites and 
backgrounds, and decide which sec¬ 
tions of the game we were going to 
include in the conversion. The arcade 


version has nine levels, which would 
be physically impossible to cram into 
the conversion* and so from the 
sketches and plans, Paul produced the 
first mock graphics of the scenery and 
main sprites and this was a crude 
basis on which we could work. We 
mapped the first level, broke it down 
into sections like the scrolling rate, 
opposition algorithms, sprite 
behaviour and weapon systems and 
worked on each factor individually. So 
with level one complete f we could use 
it as a sort of template for the rest of 
the game and just draw different back¬ 
grounds and opposition patterns, 1 

Arcade conversions are judged by 
how similar they look to, and play like, 
the original. Byron described the pro¬ 
cess: 'First you've got to play the 
game to death so you know every¬ 
thing about It. In this process, you dis¬ 
cover how the arcade machine works 
and runs the game, and you must try 
and Interpret that on the machines 
you r re working on. One of the prob¬ 
lems we encountered was the fact that 
the main sprite, the opposition and 
gun turrets turn in eight directions, 



and so we needed to design some sort 
of directional time routine? A lot of 
conversion houses have designed 
clever chip reading devices which can 
revert the arcade game into code - an 
ingenious short-cut facility, I asked 
Paul whether Arc used such devices: 
'That’s cheating isn’t it? No, with For¬ 
gotten Worlds, we literally had to get 
to know the game inside out and then 
reproduce on the various computers* 
we don’t even port screens from one 
machine to another... each machine Is 
worked on separately The biggest 
problem is how to fit megabytes of 
memory into half a meg, and the real 
art is to interpret the most prominent 
aspects of the game and ignore per¬ 
functory details? What’s the next 
stage? Tim answered: After the back¬ 
grounds and scrolling are implement¬ 
ed* the next stage is to get the sprites 
moving. Sprite control is one module 
and, for example, there are seven dif¬ 
ferent types of sprite routine just to 
handle one type of nasty. Then* some¬ 
how, the whole thing starts to take 
shape? 

Forgotten Worlds was a resound¬ 
ing success in every sense of the 
phrase. It bears an incredible resem¬ 
blance to the arcade version and the 
press showered it with praise. A suc¬ 
cessful first project - but what’s the 
next conversion? We returned to Arc's 
recently acquired offices, where i had 
the door shut in my face* and through 
the woodwork I could hear: ’Blah, 
blah... cover over the machine. (Mur¬ 
mur, murmur}.,, their going to find out 
soon anyway? The door was opened* 
and in the centre of the room stood 
the subject of secrecy... a Crackdown 
arcade machine. Byron broke the 
silence: ’We’ve only just started pre¬ 
liminary sketches of the game? Arc 
have got six months of intensive work 
ahead of them, but if the Crackdown 
conversion attains the standard of 
quality set by Forgotten Worlds* we’ve 
got something to look forward to. 

12) 

























SALE SALE SALE SALE SALE SALE SALE SALE SALE 


ATARI ST 
SPECIAL OFFERS 


Action Service....£3.99 

Armageddon Man.£3.99 

Afterburner.£8.95 

American Pool.£4.99 

Arkanoid..,.£4.99 

Army Moves.£6.99 

Archipelagos.£14.99 


Computer Hits 

Little Computer People, 
Hacker II, Deep Space, 
Brattacus. 

RRP: £29.95, 

Our Price: £14.95 


Airborne Ranger.£14.99 

Bubble Ghost..£4.99 

Bermuda Project.£5.99 

Battlehawks 1942.£15.99 

Billiard Sim.£5.99 

Bombuzal.£6.95 

Battle Probe...£3.99 

Barbarian Ultimate War.£5.95 

Circus Games.£8.95 

Captain Fizz.£8.99 

Cybernoid.£7.99 

Custodian.£11.99 

Cybernoid II.£12.99 

Carrier Command..£14.99 

Crazy Cars II.£11.99 

Clever and Smart.£2.99 

Championship Cricket.£8.99 

Deja Vu.£9.99 

Deja Vu II.£19.99 

Dragon Ninja. £13.99 

Eagles Nest.£5.99 

The Enforcer.£2.99 


ATARI ST 
SPECIAL OFFERS 


Electronic Pool.£5.99 

Elimination..£4.99 

Elemental. £2.99 

The Flinstones.£4.99 

Football Manager II.£10.99 

FM II Expansion Kit.£5.99 

Foundations Waste.£5.95 

Fernandez Must Die.£5.95 

Formula 1 Grand Prix.£5.95 

FI5 Strike Eagle.£6.95 

Get Dexter II.£3.95 

Gold Rush.£14.95 

Gato.£9.95 

Heilfire Attack..£4.99 

Gauntlet..£4.99 

Hawkeye.. £11.99 

HKM. £8.99 

Inter. Karate.£4.99 

Incredible Shrinking Sphere...£6.99 
Indoor Sports.£4.99 


Computer Hits vol II 

Tetris, Joe Blade, Tau 
Ceti, Tracker. 
Now only £7.95 


Joan of Arc.£12.99 

Journey to Centre. Earth.£11.99 

Killdozers..£2.99 

Knightmare.£4.99 

Karting Grand Prix.£6.99 

Ledgand. £8.99 

Lombard Rally..£14.99 

Leisure Suit Larry.£12.99 

Leisure Suit Larry I!.£14.99 

Manhunter in New York.£12.99 

Maria's Christmas Box.£4.99 


ATARI ST 
SPECIAL OFFERS 


Menace.,,,£11,99 

Music Studio.£8.99 

Macadam Bumper.£6.99 

Manhattan Dealers.£7.99 

Maniax..£3.99 

Marble Madness...£6.99 

Mind Fighter.£5.99 

Nigel Mansell's G. Prix.£5.99 

Night Raider.£10.99 


Triad 

Starglider, Barbarian, 
Defender of the Crown. 
RRP: £29.95 Our Price 
£12.95 

Be quick for this one! 


North Star.£4.99 

Oids.£7.99 

Purple Saturn Day..£9.99 

Op. Wolf.£13.99 

Police Quest.£12.99 

Personal Nightmare.£16.99 

Pacmania...£9.99 

Predator....£4.99 

Prison.£7.99 

3D Pool.£14.99 

Rampage..£5.99 

Rolling Thunder.£6.99 

Robocop.£13.99 

Red Heat.£13.99 

Rugby League Boss.£6.99 

Ranarama.£3.99 

Return of the Jedi.£9.99 

ST Wars.£3.99 

Seconds Out. £5.99 

Savage.£12.99 
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COME 
TO THE 

PROFESSIONALS!!! 



NOW TAKEN 



Proprie-ers. 3 A and H A Beech 


2 Williams Clowes Street 

Burslem 
Stoke on Trent 
ST63AP 
Tel: 0782 575043 


SALE SALE SALE 


SALE SALE SALE SALE SALE SALE 


ATARI ST 
SPECIAL OFFERS 


ATARI ST 
SPECIAL OFFERS 


ATARI ST 
SPECIAL OFFERS 


Sinbad Falcon..£9,99 

Space Quest II.....£12.99 

Shackled.£4,99 

Strip Poker 2+.£6,99 

Super Sprint.£4,99 

Sub Battle Sim.£16.99 

Soccer Supremo.£6.99 

Sun Dog. £4.99 

Silkworm.£12.99 

SDI Activision.£9.99 

SDI Cinemaware.£9.99 

Super Hang On..£8.99 

STOS.£18.99 

STOS Compiler..£13.99 

STOS Maestro.£14.99 

STOS Maestro +. £49.99 

STOS Sprites.£9.50 

Superman.£7.95 

Super Cycle.£4.99 

Storm Trooper.,..£11.99 

Staff.£5.99 

Slaygon. £3.99 

Spitfire 40...£7,99 

Strike Force Harrier...£7.99 

Sky Chase..£7.99 


Precious Metal 

Arkanotd II, Xenon, 
Captain Blood, Super 
Hang On. 

Our Price: £16.95 


Solomons Key..£4.99 

Scenery Disk No.9.£10.95 

Tetris. £6.95 

Trauma.£4.99 

Teenage Queen.£12,99 


Tanglewood. £4.99 

Trantor.£5.99 

UMS Vietnam Sc/Disk.£4.99 

Ultima 2.£5.99 

Uninvited. £9.99 

Victory Road.£8.95 

Wanted.£4,95 

Zynaps.£5.95 

Waterloo.£15.95 

Hacker I.£2.99 

Hacker II. £2.99 

Shanghai.£3.99 

Catch 23. £2.99 

Vixen.£3.99 

Borrowed Time...£2.99 

221b Baker Street.£5.99 

Shadowgate.£9.95 

Funschool 2; under 6.£12.99 

Funschool 2: 6 to 8.,.,..£12.99 

Funschool 2; 8 to 12.£12.99 

Suspect.£5,99 

Plundered Hearts.£5.99 

Sea Stalker.....£5.99 

Lurking Horror.....£7.99 

Kult..£14.99 

Chariots of Wrath.£14.99 

Falcon.£15.99 

FI6 Fighter Pilot.£14.99 

Dungeon Master.£15.99 

Kick Off.£12.99 

Chaos Strikes Back.£14.99 

Xenon 11.£13.99 

Voyager. £13.99 

Millenium 2.2.£15.99 

Populous.£16.99 

Microprose Soccer.£15,99 

Time Scanner.£13.99 

Forgotten Worlds.£14.99 

Dark Side.£14.99 


Zybots. ...£14.99 

Thunderbirds,....£12.99 

Blood Money.£15.99 

Bubble Bobble 2.£14.99 

Honda RVF.£15.99 

Altered Beast.....£14.99 

Guerilla Wars.£13,99 


Just Arrived! 

Hint books for the 
Infocom Adventures. 

RRP: £6.95, 
Special offer price, 
while stocks last, only 
£2.99 per title. 

Titles available: 

Dead Line, Suspended, Stationfall, 
Lurking Horror, Suspect, Cut Throats, 
Sea Stalker, Starcross, Ballyhoo, 
Sorcerer, Infidel, Enchanter, Moonmist, 
Spell-breaker, Hollywood Hi-Jinx, 
Bureaucracy, The Hitchhiker's Guide To 
The Galaxy, A Mind Forever Voyaging, 
Plunder'd Hearts, Beyond Zcrk, Leather 
Goddesses of Phobos. 

These books have just arrived from the 
'States and are complete with the Invisi 
Clue Booklet and Pen, we have limited 
stock of the more popular titles - so we 
advise you to be quick ordering these! 

We offer a fast reliable 
service. 

Cheques / PO’s to: 

CASTLE SOFTWARE. 

Any games not listed, 
phone our Hotline now 
on: 

0782 575043 
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THE WORLD'S ONLY DEDICATED 
ST GAMES MAGAZINE 


THE ALL HEW 
ST ACTION 
12 ISSUE 
BINDER! 


At last! The ST Action 
12 issue binder has 
arrived. Just perfect 
for keeping all those 
back issue intact. The specially 
produced STA binder can hold up 
to 12 copies of you favourite 
computer games magazine (yes 
that means ST Action!) safe and 
secure. Sporting a catching livery of 
silver grey with a red ST Action logo 
resplendant on the cover. For just £5.00 
the STA binder can be yours - fill out the 
form on page 86 and send a cheque or 
postal order made payable to Gollner 
Publishing Ltd. 
































ACTION 


GIVING THE MME W 

ran 




Giving The Game Att>ay is our 
invaluable montty guide lo beating the 
hell out of those extra specialty difficult 
games. As you no doubt have noticed 
as well as useful hints and tips we 
publish reams of undecipherable 
program listings that you are supposed 
to go to all the trouble of typing in and 
debugging in order to obtain valuable 
extra lives and such like r 

Well being a cheaL you'll also be 
lazy and so toe have come up with the 
answer - the first GTGA cheat disk, Its 
full of cheat pokes from the last year of 
ST Action and is available now for just 
£5.00. 


StarGuake * 

Test Drive * 

Thrust * 

Thundercafs * 

Wizball * 

Xenon * 

Zynaps * 

* Indicates that this poke will 
only work with the version of 
the game on the Atari 
Summer Pack. 


Army Moves 
Bubble Bobble 
Buggy Boy * 

Chopper X* 

Arkanoid 2* 

Driller 

Eddie Edwards 4 
Garfield 

Beyond the tee Palace* 
Ikari Warriors* 

Indiana Jones 


Return of the Jedi 
Black Lamp* 

Live and Let Die 
Marble Madness 4 
Menace 

Summer Olympiad * 
Guadraliert 4 
Ranarama * 

Road wars * 

Seconds Out * 
Soldier of Light 


CHEATS INCLUDED 
ON GTGA DISK ONE: 










TO ST ACTION 


MAIL ORDER FORM 


The form below can be used to order a subscript ion, ST Action binder or 
Giving The Game Away Cheat Disk. Just fill in your name, address and 
post code, indicate which item you would like to purchase, and send a 
cheque or postal order made payable to Gollner Publishing Ltd to: ST 
Action Mall order, Gollner Publishing Ltd, 10 Theatre Lane, Chichester, 
West Sussex, P019 15R. Or you can phone your order through on (0243} 
533575 


1 would like to order (tick appropriate box} 

*12 issue subscription with free binder (£14J..d 

*12 issue subscription with free cheat disk (£14)...»! ! 

* Giving the game away Cheat disk (£5) ....... EH 

* ST Action 12 issue binder (£5).........[_! 


Name...., 

Address 


Post code......... 

I wish to pay by: Visa/Access/Post order/Cheque 
Access/Visa card number.... 


' H 

I 

I 

I 

I 

■ l 
' l 

I I 

I 

I 

; j 


If you subscribe this 
month, you’ll be getting 
the best deal possible. 
For this month, we are 
offering subscriptions at 
the old price of just £14 - 
a saving of £4 on the 
yearly cover price! PLUS 
we're giving away either 
a GTCA Cheat disk or an 
exclusive ST Action 
binder - the choice is 
yours. In all you’ll be 
saving £9 , as well as 
ensuring your regular 
monthly supply of ST 
Action - the Worlds only 
dedicated ST games 
magazine. 





















COMPETITION 


So chuffed were Electronic Arts with our 78% STA1-rated 
review of their excellent Battlechess, that they thought: 
"Hmmm, how about running a compo in which some lucky 
person could win a chess set almost as ornate as the one in 
the game". Now, we can't promise that the pieces will get 
up and beat each other up like they do in the game, but we 
can promise that oil your friends wiif be agog if you win it. 


Not only are they supplying the chess set, but there are 
also twenty of their rather designer EA T-shirts up for grabs. 
So, what do you have to do to win either the chess set or a T- 
shirt? Weti, the same as usual, really - answer the following 
questions! The first correct entries to be putted out of the hat 
on the 17th of August will win. 



THE QUESTIONS: 

1. In chess, what character can 
only move diagonally? 

a) Rook b) Knight c) Bishop 


2. Along with Battlechess, EA 
have enjoyed success with 
games called Fusion and 
Populous. What is the anme of 
the team behind these two 
classics? 

a) Bullfrog b) Interplay c) Ribbetsoft 


3. What was the name of the 
futuristic racing game EA 
released a few months back? 

a) PowerDrome b) Interceptor c) Test Drive 


ST Action Competition Rules 


r 


The Editors decision is final and no 
correspondence will be entered into 
regarding competitions or the results of 
competitions. All prizes are offered 
believing them to be available. If, 
however, a prize is unavailable we 
reserve the right to substitute a prize of 
comparable value. No cash alternatives 
will be given. Results will be published 
as soon as possible and prizes 
despatched as quickly as possible. 
Please refrain from phoning regarding 
competition results or prize delivery. 
Employees of Goltner Publishing Ltd and 
companies participating in 
competitions are not eligible to enter, 


| ANSWER 1 .. ANSWER 2 .. ANSWER 3 ... 

I Name ....... 

| Address: ...... 

I ... 

I . 

^ Daytime Telephone number . 

| Send to: Battlechess Competition, ST Action, Theatre House, 
I Theatre Lane, Chichester, West Sussex. PO!9 1SS. 

| Closing date: 17th August 1939 















Felicitations, zap-junkies. YAK 
r v; once more greets you from the 
T,*.- land of the overheated 
r" PC -Ercgi n e and the wa terl ogge d 

sheep. It has been a fairly 
eventful month, lots of 
Kbnifrcoding and some hassle 
with an Atari virus (and I don't 
riiebn my favourite ST game).. 

The Konix machine is 
revealing more of its power to 
me at last. Rapid progress has 
been made on my new game for 
the system; the scrolling 
Llamas oft logos of last month 
have been transformed into the 
guts of a real game: five-layer 
parallax scroll; massive animated 
camels spitting laser bo Its from 
mouth, humpiuid arse; mean 
spaceship with seven different 
weapon systems capable of 
unleashing screen-filling vollies 
of multi-coloured electric death; 
arrd above all, plenty of raw, 
unadulterated speed, I’m a 
designer of what you might call 
the ’heavy-metal' school of 
videogame design, and for me, 
raw speed is an essential part of 
a ny m pp Ing g a me . I t ' s 
something rarely seen on the ST, 
especially with a scrolling game. 

I I People go to inordinate lengths 
I to make the ST do full-screen or 
I parallax-scrolling, hut typically 
I they can only get the 
I frame-update rate to maybe 10 
I frame s/sec, so they keep the 
I scroll slow so it doesn't show, 

I Me, I'd much rather have a more 
I sparsely-detailed background 
I and go for the velocity, With the 
I Konix, though, it looks like,ill be 
I able to have my cake and eat 3t: 

I five-layer parallax, rastas all the 
I way down the screen, huge 
I sprites, and ridiculous velocities - 
I Yum. Mind you, I still wish the 
! Konix had a 68000 instead of an 
| 80S6. A0-A7 beats [BX] anytime. 
Despite all this Konix 
programming, I've not been 
*!' neglecting the ST; I've had to 

■ have the sector-editor out due to 
a virus having been found on a 
few early copies of my latest ST 
game. At first I thought that a 
virus couldn't possibly be on the 
disk; I'd had no symptoms 
whatsoever on my ST, and 1 
hadn't had any dubious software 
for ages. However, getting out 
the sector editor and eyeballing 
: my b oot se cfor revea led th at 

Something Wonderful was, 
Indeed, lurking there. It turns 
! out that, due to the nature of 

y iis particular virus, 1 could have 
een infected for months 
rithout knowing it. The virus, 
qu see, only reveals itself when 


*:& y 
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it has infected five other disks (at 
which time it reverses the mouse 
controls). I never got to see the 
symptoms, though, because 
unless l T m playing games, the 
only floppy in my system is the 
hard disk hooter; once I'm up 
and running, everything’s done 
on the hard drive and 1 never 
need to swap floppies in and 
out. Luckily/this virus was 
non-destructive; I shudder to 
think what would have 
happened if it'd been one of the 
'wait awhile and'then munge 
the hard-disk 1 types, and me 
with all that lovely source-code 
on partition E... 

Anyway, the moral of this 
story is: if you're a HD user, 
check that boot disk! A quick zap 
with the sector editor Is all that’s 
needed to kill the little scumbag. 
And keep plenty of backups of 
your source code, just in case. 

The only kind of virus 1 want to 
see is the 3-D mutant-zapping 
kind. And a curse on all those 
misguided programmers who 
create the damn things in the 
first place: may their joysticks 
become purple and inflamed, 
and drop off; may their 
S won nicies wither and die; may 
they, and their heathen 
brothers-In-evil, the Hackers, be 
condemned to an eternity of 
damnation; not for them She 
fires of Hell, no, their immortal 
souls shall be forced to endure 
worse than that: they shall dwell 
forever in a domain where the 
only sounds are of Bros records; 
the only drink Is Pepsi; the only 
video game is Bug Byte Asteroids 
on the Vic-20 by S.Munnery; and 
their only company others of 
their kind, even unto the end of 
Eternity,,, 

Never mind - maybe at the 
show I'll be able to invest in 
some new games. The local ST 
software stockist 'round here has 
had the same games in stock for 
the last six months now, and 
there’s one or two games I 
wouldn't mind having: Time 
Scanner for one, because I love a 
good video pinball, but itll have 
to go some to beat the 
extraordinary Alien Crush on the 
POEngine; and that Voyager 
looks like rt could be a good 
blast I think I'm probably going 
to avoid Xenon II when it comes 
out, just as a matter of principle; 

1 have never before seen so 
much hype in so many different 
magazines for a product which 
isn’t due out till September 
anyway. Okay, sure the Bitmaps 
are good, but if I hear anymore 
about that three-layer parallax 
scroll I'm just gonna upchuck. 
Enough, already! I like the look 
of 'Forgotten Worlds', too, but 


FII hang on for the PC Engine 

€ version methmks. I'm also on the 
lookout for a nice soccer game, 






perhaps that Microprose one wili 
fit the bill, despite the fact that 
Microprose take the 'Naffest 
Advertising' biscuit by a large 
margin: did you clock that 
Microprose Soccer advert which 
purported to be a review? Gan 
you imagine anything more 
pavement-pizza-jndudng than a 
software house writing its own, 
self-congratulatory pap and 
trying to fob it off as a review?? 
And then there's the Microprose 
Micro Status' ad trying to 
establish some kind of 'yuppie' 
software - complete with two 
Green-WeUie-Brigade types in 
nauseous pose. Incentive's 
excellent Total Eclipse and Dark 
Side don't need this kind of 
mush to sell them, thanks very 
much. Micro prose definitely 
take Yak’s 'Dan AirSick Bag 
Award' for vom-Indudng 
advertising this month. 
Advertising should perform the 
function of tellingi people that 
new titles are available. If your 
software Is good, others will say 
nice things about it. Seeing 
people blow their own trumpet 
just makes Yak's hooves curl. 

After the Atari show, I'm off to 
Paris to see Pink Floyd, just by 
way of warming up for the four 
nights HI be seeing them in 
London next month. Hi have a 
report of happenings at the 
Show, along with a report on 
the Konix progress, and I've got 
a little something on the back 
burner on the ST at the moment 
too, just to keep my 68000 from 
going rusty. Yak's Game of the 
Month this time is 'Twin HeJi' by 
Taito on the PC-Engine - like 
Sidewinder but lOxbetter. Next 
month i should have 'hands-on' a 
bunch of new Engine and ST 
titles, as well as the new 
Nintendo ’Game Boy" hand-held 
game system - could be just the 
thing for a bit of blasting on the 
beach come the Yakly summer 
hols. 

Cheerio- a 5x bonus and a full 
rack of Smart Bombs to you all. 

YaK 
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Here’s your chance. Leonardo is a Petty Thief who steals 
everything he can yet his hands on. 

Help Leonardo avoid the alarms, guards and ghosts as he breaks 
his Way through 50 different hanks, museums and Warehouses. 

)four razor sharp reflexes and quick thinking will determine how 
long Leonardo can escape the law, so join him now as he starts 
another job. 


EVER WANTED TO BREAK THE LAW > 


FAST PACED ARCADE 
ACTION THAT PUTS 
HOUR REFLEXES AND 
PATIENCE TO THE 
ULTIMATE TEST. 


Amiga/ 

Atari ST/C64/ 
IBM PC 


Software, h The Staiwets, Latndon North Trade Centre , Basildon, Essex SSIS OD]. 
Marketed by Entertainment International. Telephone: 0268 $bl 126. Fax: 0268 5b 1125. 
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